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The Wire: Page b 


This month, we pull apart the Diamond 
Edge 3D card and look inside. 


Cover Story: 


Page 10 


This month we look at Virgin’s 
Screamer — the ultimate PC thrill ride. 


PC Revolution: Page L4 


This month, we review Witchaven, 
Magic Carpet 2, Mortal Kombat 3, 
Wingnuts and much more! 


Virtual Mac: Page 3b 
Big doin’s in Virtual Mac this month...Interplay’s 


- Descent and Curse of Dragor. 


The 3D0 Zone: Page 4e 


A big month in the 3D0 Zone...Bladeforce, 
Wolfenstein 3D, Mazer and more. 


Of Dungeons and Damsels: Page Se 


_ This month, we take a look at SSI’s 


Thunderscape. 


Call to Battle: Page 54 


In this month’s edition, we review 
Virgin’s Command & Conquer. 


Dimension Sports: Page 5b 


NHL ‘96, FIFA ‘96, PGA Tour ‘96 and Skins 
at Bighorn are reviewed this month. 


Cool School: 


Winnie the Pooh, the Animated 
and Alice in Wonderland head a Disney 
kind of month, in Cool School. 
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SO, GREG..._ 


As Dimension-3 grows and our pres- 


ence in the marketplace increases, 


we have had more inquiries into the 
nature of our rating system. We have 
designed the D-3 rating system to 
offer the definitive evaluation of each 
and every product that appears in 
our pages. The 100 point scale is bro- 
ken down into four categories: Gold 
(90-100% ) — these are games that we 
consider “‘must-buys’’, usually rep- 
resenting the best in their respective 
classes; Silver (80-89% ) — these games 
are worth considering for purchase- 
they offer quality entertainment, but 
may be missing the addictive nature 
or detailed graphic environment of 
a Gold class game. Silver games usu- 
ally will appeal more to the consumer 
who enjoys that particular style of 
game, as opposed to Gold games, 
which we feel have more universal 
appeal; Bronze (70-79% ) titles may 
have had a solid concept or some 
unique feature that may have sepa- 
rated them from the pack, but the 
execution falls short. They will usu- 
ally appeal only to the most fanati- 
cal gamers in that particular 
category. Lastly, Tin (69% or below) 
are games that have little to no value. 
We are in business to protect the con- 
sumer from “Tin’’. In addition, we 
have specific editors for different 
game styles. We believe that this is 
the only way to effectively evaluate 
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games, then you want somebody who 
plays golf games to review that game. 
If you own, say, “Links 386”, you 
want to know how “PGA Tour 486” 
stacks up against it...and to read a 
review from somebody who plays 
both. In terms of the overall evalua- 
tion, we look at the game’s graphics, 
gameplay, sound, uniqueness and 
addictive qualities; we then compare _ 
it to competing products that have 
already shipped to retail or that we 
have received for evaluation. In short, 
we try to get the products as early as 
possible, give the most accurate 
review possible, and have them in 
print and on the shelves before the 
product ships, giving you the chance 
to evaluate the game BEFORE you 
buy it (a novel concept). If we are 
doing our job, then the games that 
we give Gold or Silver status to will 
be the games that are on‘the top-sell- 
er lists. At the end of the year, we will 
be presenting our “‘best of the year” 
awards, focusing on those games that 
have gone Gold. This will be the time 
when we will evaluate ourselves. 
Dimension-3 is not about reflecting 
the editorial staff’s tastes, it is about 
accurately reflecting what is critically 
and commercially successful in your 
eyes... period. In the meantime, I hope 
you enjoy our November issue and 
our exclusive ““Screamer” coverage. 


Gregory Off 
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Dear D3, 


I would like to start by saying what a 
totally enjoyable magazine you guys 
have put together. As an optimistic 
SDO owner, I think you are giving excel- 
lent coverage of this rapidly growing 
platform. Will it be possible to include 
information on the M2 upgrade card? 
_I certainly hope so. In the meantime, 
please keep the 3DO section; it is so 
hard to find an educated opinion. 


Thanks, 
David Eddy 
Las Vegas, NV 


Dear Dimension-3, 


I received your issue #4. I really enjoy 
D-3. I was surprised to read, in Cliff’s 
Bag O’ Mail, letters from other 3DO 
owners. I would like to add my com- 
ments to theirs. I, too, buy D-3 for your 
“SDO Zone”. I picked issue #1 up on 
_ the newsstand because I saw 3DO cov- 
erage in it. I have since subscribed. 
I enjoy your “3DO Zone” very much. I 
hope you continue to expand your 3DO 
coverage. 


Howard Hisel 
Proud 3D0 owner 
Park Forest, 

IL 


Cliffy Says: 


We appreciate the great response from 
our 5D0O owners. It is our intention 
to give the 35DO owner the best 3DO 
coverage on the market. We will be 
there for all of the new releases and 
all of the hardware news. M2 repre- 
sents some VERY exciting technology, 
technology that could very well keep 
the 5DO Company on the cutting edge, 
well into the turn of the century. In 
this issue, we feature a hands-on 
review of “Bladeforce” and a hands-on 
preview of “Killing Time”, two Studio 
SDO titles that are more than com- 
petitive with anything you can pur- 
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chase on CD-ROM or for the 

ion. We know that strong, orig- 
inal titles have been few and far 
between lately, but Panasonic and 
Goldstar are in this battle for the long 
run and the two titles mentioned above 
are just the tip of the iceberg for Studio 
SDO. Keep the faith, ‘96 should be a 
good year for 3DO owners. 


Dimension-3, 


Your mag is great! You cover just about 
every aspect of a game, to let someone 
know if it’s a “must have” or “look for 
something else”. IownaPC anda 
Saturn. I am looking forward to see- 
ing Saturn games reviewed. : 


PS. I haven’t missed an issue, vel, 
Keep up the great work. ‘ 

Matthew Faulkner 

Clarksville, TN 


Cliffy Says: 


Thank you for your kind words. We 
are now six issues old and consider 
ourselves still a young magazine, but 
we are looking forward to growing 
stronger over the coming months and 
years. We consider it our primary edi- 
torial mission to provide our readers, 

and the gaming consumers, the most 
accurate, unbiased editorial evalua- 
tions possible...and in a timely fash- 
ion. It does you or the game publisher 
little good if our reviews are appear- 
ing 60-90 days after the game has gone 
on-sale. Chances are that you’ve 


already let your money role and have > 


either made a wise purchase or are 
suffering at the hands of an inferior 
Diece of software. As far as Saturn 
games are concerned, we are still decid- 
ing on the best way to proceed. Quite 
honestly, we have not seen that great 
of a demand for Saturn editorial. Our 
publisher’s Saturn magazine plans have 
been put on hold, for the time being, 
as we wait to see how the market will 


IT’S ALL THE SAME TO CLIFFY! 


respond to Sega’s machine. But, there 
is much good news for those of you 
that want to enjoy Sega Saturn soft- 
ware. As featured in The Wire, there 
are & Slew of new 3D graphics cards 
coming to market for multimedia PC’s. 
We will debut our new editorial section, 


_ “Gaming on the Edge” in our January, 


1996 issue. Saturn titles that are being 
written specifically for this architec- 
ture will begin appearing before the 
end of the year, starting with “Virtua 
Fighter Re-mix”. 


Dear D-3S, a 


Your July cover art really caught my 
attention on the newsstand last month. 
Then I opened the magazine! Pictures! 
Pictures! And more pictures! Finally, 
a GOOD computer mag! More on 
Destruction Derby and Alien the Comic 
Book Adventure! Keep up the super- 
fab work! 


Jon Hansen 
Milford, MLA 


Cliffy Says: 


Just ask and we will respond! These 
two titles will be featured prominent- 
ly in the next few issues of D-3. We 
will be making a trip to see Psygnosis 
and Destruction Derby at the end of 
September and should have something 
in our December issue on that title. 
Check this issue out, for our world 
exclusive review of Virgin’s incredible 
“Screamer” and the definitive review 
(don’t believe what you read else- 
where!) of Capstone’s “Witchaven”, 
& fantastic dungeon/fantasy adven- 
ture. Thanks for your letter and we 

hope you enjoy this issue! | 


Address all mail to: 
Cliff’s Bag O’ Mail 
Dimension Publishing 
1175 Chess Drive, Suite E 
Foster City, CA 94404 _ 
email: d3@quake.net 
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maneruas 


lamond Multimedia is about to 

release the first 3D multime- 

dia accelerator for entertainment 
and multimedia software development, 
and full support for Windows ‘95. The 
“Diamond Edge 3D” represents a rev- 
olution in PC gaming in that, for the 
first time, game developers will be able 
to give the player true-color, real-time 
worlds that surpass anything 
ever before seen in 
the home. 


Arriving at retail in late September, 
with a suggested retail price of 
$249.99 (price tentative as of press 
date), the “Edge” looks like it has the 
potential to raise the level of the inter- 
active experience to new heights. Sega 
of America (“Virtua Fighter-Remix”-bun- 
dled with the Edge), Interplay (“Descent: 
Destination Saturn”-bundled), Papyrus 
(“NASCAR Racing”-bundled) and 
Domark (“Absolute Zero”-bundled), 
among others, are going to be bring- 
ing their 5D experiences to the Edge 
in the next few months, with Sega’s 


Standard texture- 
mapped polygons. 


Quadratic texture- 
mapped polygons. 


{ 


by Dave Winding 


4th gear 


“Nascar” (top two) and “Absolute Zero” [bottom] will be some 
of the first 3rd Party titles to to take advantage of the 3D card. 


catalogue of 3D Saturn titles, includ- 
ing “Daytona USA” and “Panzer 
Dragoon” scheduled to hit retail before 
the end of the year. 


What the Edge does is take work sta- 
tion level performance and places it 
on your desktop. It delivers a number 
of technical functions, all designed 
to deliver the ultimate, 3D gaming 
experience and is built around nVIDIA’s 
NV1 technology. The following is a brief 
listing of these functions. 


Consumer 3D Graphics: 

The Edge features fast polygon ren- 
dering (in the neighborhood of 360,000 
polygons per second), photo-realistic 
texture-mapping, quadratic texture- 
mapping with perspective correction 
and rendering of curved surfaces, and 
special effects including diffused light- 
ing, reflection mapping, mip-mapping 
and alpha blending for smoke, fog and 
transparency effects. 


“Zone 5” (part of the demo disk) is basically a flight-sim 
technology demo, showcasing the Edge’ capabilities. 


2D Acceleration: 

This feature accelerates 2D graphics at 
resolutions of 1024 x 768, with 32,000 
colors displayed simultaneously with- 
in the Windows environment. The end 
result of which will be much improved 
scrolling performance over tradition- 
al PC action games. 


Video Acceleration: 
Video texturing allows the mapping of 
video onto a surface as if it were a tex- 


Also available on Macintosh CD-ROM 
Digital Pictures: 1 800 332 0032 Web Site: http://www.digipix.com E-mail: digipix@digipix.com 


Night Trap is a trademark of Hasbro, Inc. © 1992-1995, Digital Pictures, Inc. All rights reserved. 


Yes! Segas Panzer Dragoon will be playable on your PC!! 


ture, allowing video to be used as an 
interactive part of the game. With this 
feature, full-motion video playback and 
scaling of true-color Indeo, Video-1, 
Cinepak and software MPEG files are 
sustained at 50 frames-per-second. The 
card also includes an eight-channel dig- 
ital game port that offers quick 
response and “pin-point” control. 


Wavetable Audio: 

The Edge includes a high-fidelity hard- 
ware wavetable audio engine. The 
wavetable samples are stored in sys- 
tem memory, allowing game develop- 


ers to provide custom samples for 
sound and MIDI effects tailored to each 
individual game. 


If you have experienced Daytona USA, 
“Ridge Racer” or “Crusin’ USA” in the 
arcades, then you have a taste of what 
the Edge will be able to do when cou- 
pled with a Pentium-based, multi-media 
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system. In fact, Virtua Fighter-Remix 
will feature real-time 3D play in 1024 
x 768 w/328,000 colors! If you take 
games like “Dark Forces” and “Doom 
«”, for example, the 3D engines that 
the developers create can only simu- 
late a 3D environment ...most of the 
lighting effects and shading are 
“faked”, taking static information, then 
pre-rendering it for an approximation 
of a 5D environment. In addition, when 
you approach a character, wall, floor 
or ceiling plane, or other object, it will 
become “pixelated” - causing the object 
to disappear in a wall of colored blocks. 
With the Edge, and its mip-mapping 
feature, you will be able to scale toward 
an object with no apparent loss of res- 
olution. The level of detail that you see 
at the back of the screen will actual- 
ly seem to INCREASE as the objects 
get closer. And the lighting effects are 
accomplished in real-time, bringing a 
level of graphic realism like nothing 
we’ve seen before. It all adds up to 
realism that is only a stone’s throw 
away from SGI quality stuff. All you 
need is a multimedia PC with a PCI 
Slot available, and 250 samollians and 
you’re a mip-mapping fool! 
According to Ken Witt, Diamond 
Multimedia’s VP of marketing; “Game 
play on the PC has never been more 
realistic and economical. The Diamond 
Edge 5D takes advantage of the latest 
ground-breaking technology to provide 
fully immersive and totally interac- 
tive game experiences.” 

That’s what we’re all here for ...let the 
games begin! I don’t know about the 
rest of you, but I could go for some 
high-res Daytona action in a big way! 
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Virtua Fighter Remix" will be one of the pack-ins with the Diamond Edge and “Daytona” should be available by Christmas. 
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Virgin Interactive Entertainment (VIE) 
has a long history of success in the inter- 
active entertainment field. The Irvine, 
California based publisher also maintains 


offices in London, Paris, Tokyo, Frankfurt 


and Hamburg. VIE was created in 1987 
with the merger of Virgin games and 
Mastertronics. The resulting Virgin 


Mastertronics became a subsidiary of 


The Virgin Group of Companies. In 1991, 
Virgin Mastertronic, Ltd. was sold to 
Sega of Japan, but the publishing divi- 
sion was retained and so began the expan- 
sion of Virgin games. Virgin Games was 
renamed Virgin Interactive Entertainment 
in 1993. As of July, 1994, VIE was 
acquired by Spelling Entertainment, part 
of the Blockbuster Entertainment Group 
and a division of Viacom, Inc. 

The Irvine corporate headquarters of VIE 
currently employs a staff of over 250. 
The location also houses Virgin Studios, 
their on-site development facilities com- 
prised of design studios, a production 
stage and a 32-track, digital betacam. 
Virgin has been responsible for some 
of the biggest name console titles of the 
past several years, including Aladdin, 
Robocop vs. Terminator, Demolition 
Man, The Lion King. On the PC side, 
Virgin has produced the Lands of Lore 
series, Command and Conquer and Dune 
2. Virgin also has a number of affiliat- 
ed labels under their umbrella, including 
Papyrus, developers of IndyCar Racing 
and NASCAR Racing, Black Ops, devel- 
opers of Agile Warrior for the Sony 
PlayStation, Parker Brothers, develop- 
ers of Monopoly and Risk, Looking Glass 
technologies, developer of Flight 
Unlimited, and Trilobyte, Inc., the devel- 
opers of The 7th Guest and The 11th 
Hour. 
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Publisher: 
VIRGIN 


714-833-8710 
Developer: 


GRAFITTI 


Design team: 
Peter Hickman: Producer/UK 


| Antonio Faria: Director 


18061 Fitch Ave., Irvine, CA 92714 


Jeff Ziel: Associate Producer/Virgin 


THE THRILL OF RACING PERFECTION 


WILL HAVE YOU SCREAMING AT THE TOP OF YOUR LUNGS. by Tim Lindquist 


When we first saw a one-level version 
of Virgin’s hot new car racing game, 
“Screamer’’, running at the Summer E3 show 
in Los Angeles, CA, we knew we were 
looking at something special. Just = 
like when Doom came out, made 
by a little backwater compa- 
ny named id Software, the 


ing right now is mind-blowing. Screamer com- 
bines all of the best elements from all of the 
best racing games, on the market today, into 
one gleaming package. However, the thing 
= that takes Screamer one step beyond 
the current offering, is the level 
of detail. The game is liter- 
ally chock full of scenery 
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and animation. 
Let’s start by compar- 
ing Screamer to the game that 
everybody considers to be the cur- 
rent king of the roadways: Namco’s 
“Ridge Racer” for the Sony PlayStation. If 
you ve played Ridge Racer, but never played 
Screamer, it may appear to you that Ridge Racer 
has a bounty of roadside objects, buildings, 
mountains, bridges and construction areas. But 
when you boot up the ol’ PC and plop your 
Screamer CD into the drive, you will immedi- 
ately be overwhelmed with the variety and detail 
of the game. From fully operational cable cars, 
helicopters and jumbo jets to cargo-loading 
docks in operation, night-time neon-lit carni- 
vals in full swing; from the glow of streetlights 
at night and gondolas carrying their passengers 
from ski resorts to traffic on overpasses and the 
cascading of waterfalls, Screamer’s roadsides 
are bustling with activity. 
Ridge racer has only one track, which 
changes slightly between rounds. Screamer has 


majority of the press Nag 
ignored it, for the longest time. Nga 

Now, here comes another game, 
this time from a small outfit in Italy 
named Grafitti and, once again, there’s 


been very little press for what is easily anoth- 
er “killer application”’. 

If the early version that we saw at the show 
was impressive, the final version we’re play- 


five radically different tracks and one night- 
time version of the first track. If you saw our 
special article “The Making of Screamer’, in 
our October issue, you'll see that the tracks and 
roadside objects are true 3D objects, created in 
3D studio on the PC, as opposed to flat “bill- 
board-like” objects. The tracks include Palm 
Town City, a downtown metropolis with sky- 
scrapers and office buildings; Lake Valley, a 
mountain village, complete with castles, pubs 
and snow-frosted hillsides; Lindburg, a small 
european town with gothic churches and quaint 
little cafes; Sunbeach Hill, a coastal city with 
operational docks; and Sandrock, straight out 
of the west, with operating oil wells and mine- 
shaft tunnels. The night-time track, Palm Town 
Night, is truly a sight to behold, with the real- 
istic glowing headlights of the cars illuminat- 
ing the track ahead and the bright colorful lights 
of the surrounding suburbia. There’s even orange 
cones and road signs that get airborne when 
you run into them. 

Ridge Racer has ten or so cars to choose 
from, only one or two of which are actually 
controllable. Screamer has twelve cars (twelve 
color schemes, six body styles with two types 
of transmissions for each body style), and two 
hidden super-cars. Each car in Screamer has its 
own attributes, with no single car being inferi- 
or overall to any other. Virgin has struck a per- 
fect balance between the car selections. No 
matter which car you select, you will get used 


V1 ¢ COVER SION 


ai 


meeiceatictuane 


OO: Si: ig 
O00: 51: is 


00: $7: 95 


to its characteristics and eventually be able to 
excel at racing with it. There are even one or two 
cars that handle so well, even the very first time 
you pick them, that they feel like a natural exten- 
sion of your body. You can control the cars equal- 
ly as well with a digital gamepad as you can with 
an analog joystick or steering wheel. The only 
complaint I have pertaining to the cars is quite 
minor: the selection of automatic/manual trans- 
mission. Some cars have automatic, some have 
manual transmissions. You can decide which 
type of transmission you'd like for each type of 
body, but the color schemes are different for 
each. You can’t just pick a car and choose what 
type of transmission it uses. This really is the 
only problem that I had with the game. 
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So, how does Screamer compare to the sec- 
ond most popular racer, “Daytona”, on the Sega 
Saturn? It’s like day and night. The best thing 
Daytona has going for it is its speed. Screamer 
has the same type of reflections in the car win- 
dows, the same awesome perspective after crash- Fi sf) 
ing and the same speed. However, Screamer ieee a SEN z fi 

oe s =r Bay 2s mie j 
lacks the problem that Daytona suffers from, [Eee ws a abe us 
with objects in the distance suddenly appearing | a 
out of mid-air and sometimes flickering in and 
out of existence. (It will be interesting to see 
if the PC port of Daytona has the same prob- 
lem.) 

There are just no other home racing games, 
that come to mind, even worthy of compari- 
son to Screamer. Just take a look at the screen 
shots on these pages... they alone should be 
enough for you to tell that this is no ordinary, 
arcade-style, racing game. 

It’s hard not to give this game a perfect 
score. Generally speaking, it’s not possible to 
have the ultimate game. The nature of tech- 
nology is such that there’s been a new level of 
power available every year or two, that elevates 
I gaming to higher and higher levels of speed and 

at detail, making last year’s super-game look tired 
ere «1000 : ant 
Km/h CEAR and shabby. But as for games available right 
2 19 now, or in the near future, Screamer is on top of 
the heap. The only room I see for improvement 
is in the speed and graphic resolution depart- 
ments. Not to say that Screamer isn’t fast, it 
screams at the standard 320 x 200 dpi, and 1s 
pretty impressive at the 640 x 480 resolution. 
But as technology levels increase, we’ ll start 
hearing screams at 640 x 480 dpi resolutions 
and beyond. At the rate things are going, two 
years from now 1024 x 768 could be as com- 
mon as 320 x 200 is 
today and 
probably 
at half 
the cost! 


It’s hard not to give this game a perfect score... 
as for games available right now, or in the near 
future, Screamer is on top of the heap... There are 
just no other home racing games that come to mind, 
even worthy of comparison to Screamer. Just take 
a look at the screen shots on these pages... they 
alone should be enough for you to tell that this 1s 
no ordinary, arcade-style, racing game. 
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| CAN YOU SURVIVE THE WITCHING HOUR? 


INSIDE CAPSTONE'S 30 HAVEN OF HORRORS. by Gregory Off 


If you’ve been reading the last few issues of 
D-3, you have no doubt seen the special previews 
on Capstone’s newest 3D action/adventure, 
“Witchaven”. This is a title we have been fol- 
lowing closely, from its early beginnings to the 
final, shrink-wrapped, boxed copy. Now that it is 
finished and shipping, it’s time to get down to the 
nitty gritty and finally give it a well-deserved 
review. 

As I’ve stated before, Witchaven truly is 
an incredible, ground-breaking, 3D fantasy. In 
some respects, it’s similar to Interplay’s 
“Stonekeep” or Raven’s “Heretic”, but it’s also 
intrinsically different. Although the game is set 
up like a 3D shooter, it has many other elements 
not found in any of those types of games. In one 
way, it’s like a role-playing game; complete with 
hit points, experience levels and all sorts of mys- 
tical spells and fierce weapons. On the other hand, 
it proffers gameplay similar to the Dooms and 
Dark Forces out there, with huge levels and unend- 
ing corridors, brimming with all sorts of evil crea- 
tures. I cannot explain exactly what category or 
genre Witchaven actually falls into, but it really 
doesn’t matter. What does matter, is that this game 
is completely amazing and a blast to play. But, 


before I blow the whole review in the first two 
paragraphs, allow me to go into a little more detail 
about Witchaven and what you can expect to 
get with your hard-earned gaming dollars. 

The story is set deep within a volcanic pit on 
the Island of Char. It seems your ancestors fool- 
ishly opened a portal to another Realm and in 
doing so, lead the way for an evil witch and her 
army of demons. As a result, a shadow of death 
and destruction has been cast upon the land, 
shrouding your people in never-ending darkness. 
You have become the chosen one. Using your 
wits, spells, weapons and courage, you must make 


your way deep into the mystical lair of 
Witchaven to, once and for all, conquer the 
demons and creatures who stand over and watch 
the darkness. While the storyline 1s, actually, 
quite good, with an accompanying eight page 
introduction in the instruction manual, it’s basi- 
cally only window dressing and really 
doesn’t add or detract from the game. 

One of the key and most 
unique features Witchaven offers 
is, that it’s the first game to hit 
retail shelves showcasing the 
3D Realms licensed, “Build 
engine’. What this remarkable 
new engine does, 1s add new 
depth and dimensions to the 
playfield that have never been 
accessible or present before. The 
best comparison I can make, is that 
it gives the player the sense they are moy- 
ing around in “true architecture’. Each vari- 
ous structure or building you encounter can 
now have numerous floors or levels and each 
of those levels can have real rooms, in real 
space, that you can not only look left or right 
in , but up or down as well. 
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Witchaven is set-up with huge, (we’re 
talking gigantic) continuously streaming lev- 
els. The goal for each one, 1s to uncover the 
Pentagram (key), which is hidden somewhere 
in the level, and then find the corresponding 
teleport pad to whisk you away to the next. 

There are no “in-between level reports” 

with how many monsters you killed 

or number of items collected or 

anything like that... just the next 

level. And getting to the next 

level would be a simple feat if 

it weren't for the vast, dead- 

ly terrain you must traverse 

and the more deadly monsters 

that occupy said terrain. Of 

course, there is an on-screen 

map as well as a save feature with 

five slots for saved games, which 

should help defer the difficulty of the 
game. 

As you progress through the game, you 
gain experience points for each monster slain. 
As your experience points grow so does your 
strength and ability to handle weapons. 
Speaking of weapons, there are a total of ten 
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to ultimately choose from, ranging from your own 
fists, to a bow and arrows, to ultimately, a nasty, 
two-handed bastard sword (my personal favorite). 
By achieving certain levels with your experience 
points, you will get the option to use two weapons 
at once. This works especially well with a spiked 
morning star, in the left hand, and a razor-sharp 
broad sword, in the right, for that one-two punch. 
In addition to the numerous weapons at your dis- 
posal, there are also a variety of potions, spells, 
items, and power-ups you can collect. The potions 
range from curing poison, to granting you tem- 
porary invulnerability to fire. The spells are also 
quite handy, ranging from the temporary gift of 
flight, to the awesome “nuke” spell which oblit- 


erates everything alive (or undead) in sight. There 
are also certain items which act as temporary 
power-ups, like armor, rings, shields and scepters. 

The gameplay is tight and easy to control. 
I will have to admit that I had a little difficulty 
with the weapon’s systems at first. I think this has 
to do with the fact that ’m used to a 3D perspective 
game having projectiles such as Doom, Dark 
Forces, Heretic, etc. With Witchaven, combat, for 
the most part, is done in close range and you have 
to get used to being right in front of your oppo- 
nent to capture a direct hit. But, with just a lit- 
tle time factored in to adjust, I was slashing and 
hacking my foes to death without so much as a 
scratch on my shiny new armor. The other item 
to do with control that I thought was a little strange 
was that the run button actually propels the play- 
er forward without having to push up on the direc- 
tional pad. Again, after a little play, I realized this 
was intentional so that you wouldn’t have to push 
forward on the D-pad, hold down the run but- 
ton and push the corresponding keystroke on the 
keyboard, to jump up to that almost unaccessable 
ledge or platform. Way to go Capstone! If you do 
have to use the keyboard because you don’t hap- 
pen to own a gamepad (my personal choice for 
almost every game that’s not a flight sim), the 
keys are easily configurable to your own liking. 

As you can see by the screen-shots, 
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Witchaven is graphically striking, with an amaz- 
ing degree of stark realism. The textures on the 
floors, ceilings and walls are intricately detailed 
and can be experienced in both VGA and SVGA 
resolutions. As you can imagine, the hi-res, 640 
x 480 mode is a little framey, but the good folks 
at Capstone made sure to leave no one out in the 
cold and included the option of adjusting the win- 
dow sizes. The monsters themselves are a pretty 
impressive group, with juicy bits of nuggets that 
splash against the walls with each and every slash 
of your sword. Although, they do tend to get a lit- 
tle on the pixeled side when standing close up. 


The sound effects, with their detailed extra 
touches, are also worth mentioning. Weapons clink 
and clang, water splashes as you wade through it, 
lava bubbles, wind howls, rickety old bridges creak 
beneath your feet, and your shoes make this sticky 
sound when walking across the coagulated, spilled 
blood of some unfortunate sap. It’s too bad the 
music doesn’t stand up to the same high quality, 
as it’s just average and barely noticeable in the 
background. For all you Death Match junkies out 
there who love the thrill of competition, Witchaven 
also supports full network play for up to 16 play- 
ers and modem play for two, adding a great deal 
to the shelf life and ultimate replayability of this 
title. 

What Witchaven boils down to, is an immer- 
sive, medieval, sword and sorcery experience, that 
delivers intriguing puzzles and plots, plenty of 
bloody, first-person combat and a damn good time. 
This is one of those titles where I kept looking 
at my watch and thinking, “just twenty more min- 
utes and I'll stop at the next level”. That twenty 
minutes has turned into four more hours and now 
I’m finishing this article at 3:40 
in the morning. | think 
that says it 
all. 
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Witchaven is an immersive, medieval, sword 
and sorcery experience, that delivers intriguing 
puzzles and plots, plenty of bloody, first-person 
combat and a damn good time. This is one of those 
titles where I kept looking at my watch and think- 
ing, “just twenty more minutes and I'll stop at the 
next level”. That twenty minutes has turned into 
four more hours... [ think that says it all. 


THE FLYING RUG RETURNS 


AND IT’S SOARING HIGHER THAN EVER. by Zach Meston 


Of the many killer computer games 
released in the Year of Our Lord 1994, one of 
the finest was “Magic Carpet’’, a shooter-cum- 
Strategy game with a gorgeous 3D graphics 
engine and gobs of gameplay. The often-imi- 
tated, never-duplicated Bullfrog continued to 
tweak the engine in Hidden Worlds, a Magic 
Carpet expansion disk, and Hi-Octane, a mind- 
blowing racing game deservedly raved about 
by David “Bossman” Winding in the August 
‘95 issue. Now, with “Magic Carpet 2: 
Netherworlds”’, Bullfrog has tweaked the most 
important aspect of all—the gameplay—and 
made a great game even better. 

For those poor, poor readers who didn’t 
experience the original Magic Carpet, you step 
into the curly-toed shoes of a wizard’s appren- 
tice, flying your super-duper carpet around and 
shooting big, ugly creatures with attack spells. 
The dead creatures leave behind spheres of a 
magical force called mana, which is automat- 
ically gathered up by a hot-air balloon (!) and 
taken to your castle, a magical “home base.” 
The more mana you hoard, the stronger you 
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and your spells become. 

Magic Carpet 2 is filled with major 
changes from the original game, starting with 
the structure of the levels. The original Magic 
Carpet’s 50 levels all had only one “‘mission’”— 
to collect enough mana to move on to the next 
level. Magic Carpet 2’s 25 levels are mission- 
based, giving you a variety of tasks to com- 
plete. Some missions are as simple as blowing 
up an enemy castle, others as difficult as hunt- 
ing down and killing dozens of monsters. 
Obviously, this new design approach means 
much more strategy is required, and the added 
complexity makes up for the reduced level 
count. 

Big Difference #2 1s the spell system. In 
the original Magic Carpet, spells only had one 
level of power. Once you acquired a spell, you 
could always cast it at its most powerful, as 
long as you had adequate mana. Magic Carpet 
2 gives each spell three levels of power that the 
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player has to earn over the course of the game. 
Very basic example: the Level | fireball is your 
run-of-the-mill spell. Level 2 is a bigger, bad- 
der spherical flame. Level 3 isn’t just a fireball, 
but an entire wall of flames that envelops the 
target. So, not only are the higher-level spells 
more potent, but more visually impressive, giv- 
ing the player a piece of eye candy for his efforts. 

There are eight brand-new spells added to 
the original game’s assortment. Among the most 
enjoyable (and useful) are the Fool’s Mana spell, 
which creates a false mana sphere that explodes 
when your opponent tries to claim it; the 
MetaMorph spell, which turns you into a mon- 
ster for a short time; and the Gravity Well, which 
creates a “black hole” that sucks up monsters 
and compresses them into a single mana sphere. 

And speaking of monsters—I know it’s 
a clunky segue, forgive me—there are two dozen 
bad guys in Magic Carpet 2, only ten of them 
from the original game. New to Magic Carpet 
2 are spiders, sentinels (big floating heads like 
the one in the Bud Light commercials), 
leviathans (water creatures with an abundance 
of teeth and the ability to leap into the air), and 
the hydra, a dragon that won’t die until you 
destroy every one of its five heads. 


Two more gameplay additions I waited 
until now to mention, because they don’t fit 
anywhere else: more powerful castles with 
defense systems (fireballs and lightning bolts) 
and the ability to save the game DURING a 
level (which eats up over half a meg of hard 
disk space, but it’s worth it). 

The graphic engine in Magic Carpet 2 is 
definitely a step above the original game, mov- 
ing faster and smoother than ever, and show- 
ing off a few new tricks. Most impressive are 
the nighttime levels, which are exceedingly dark 
and spooky—until you set off a fireball spell 
and blindingly light up the area around you. [| 
was almost as blown away by the underground 
levels, in which you fly over rivers of lava while 
zipping through tunnels (or carving your own 
with spells). 

The verdict: Magic Carpet 2 is an incred- 
ible game AND an incredible sequel. It also 
proves my theory that Bullfrog’s programmers 
aren’t humans, but aliens from a distant plan- 
et with a mission to destroy our social lives 
by creating hopelessly addictive games. Buy it 
and watch your social life 
go to hell, too. 


19 © PC REVOLUTION 


The verdict: Magic Carpet 2 1s an incred- 
ible game AND an incredible sequel. It also 
proves my theory that Bullfrog’s programmers 
aren’t humans, but aliens from a distant plan- 
et with a mission to destroy our social lives by 
creating hopelessly addictive games. Buy it 
and watch your social life go to hell, too. 
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KOMBAT 3 


KOME SPILL YOUR GUTS 


WITH MORTAL KOMBAT 3 ON YOUR PC! 


The Mortal Kombat series continues to 
grace just about every gaming platform imag- 
inable, from portable hand-helds such as the 
Gameboy and Game Gear to the 16-bit Genesis 
and Super NES. Of course, with the advent of 
the next generation consoles, such as the Sony 
PlayStation, Sega Saturn and 3DO, it’s only 
natural that the third installment in the series, 
“Mortal Kombat III’, make its appearance 
on these home systems. It used to be that the 
PC was the last choice when considering bring- 
ing over this type of game to the home market 
for a variety of reasons. Mostly, home PCs 
were underpowered, too expensive and the 
advanced data storage systems were not avail- 
able at a mass market price. Now that we have 
affordable, super fast, Pentium-powered PCs 
with quad speed CD ROM drives built in as 
a standard, as well as the promise of upgrad- 
ed capabilities and plug-and-playability with 
Windows ‘95, there truly is a “PC Revolution” 
going on. With this in mind, one-on-one fight- 
ers are becoming more and more common- 
place on the PC, with great titles such as Time 


by Gregory Off 
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KOMBAT IGHE: THE BRIDGE 


Warner’s “Primal Rage”, Gametek’s “Super 
Street Fighter II Turbo”, GTE’s “FX Fighter”, 
Mindscape’s “Savage Warriors” and, of course, 
Mortal Kombat and its sequels. This leaves us 
with the purpose of this article: to give you, 
our loyal readers, a fair and comprehensive 
review of “Mortal Kombat IIT’ for your PC/CD- 
ROM. So, without further delay and unneces- 
sary tangents, here we go. 

First off, for those of you who have not 


had the experience of playing any incarna- 
tion of Mortal Kombat (in the arcades or at 
home), it’s a 2-dimensional, one-on-one, dig- 
itized fighting game. The basic gist of it all, 
is to beat the living hell out of your opponent 
‘til they die a nasty and horrible death — plain 
and simple. Although Mortal Kombat has plen- 
ty of competitive challenge, you could say the 
main draw and success for this series has been 
the unscrupulous amounts of blood and guts 
that are literally spilled, splashed, and strewn 
across the screen during the game. 

MK3 has a total of 14 selectable charac- 
ters to choose from, some are from the origi- 
nal MK, some from the 2nd, and some brand 
new. Every character comes equipped with a 
host of secret and not-so-secret fighting and 
finishing moves, including: Fatalities, Babalities, 
Friendships, and all-new Animalities. 

Control and execution of your character 
is actually quite simple. Even the most novice, 
wet-behind-the-ears game player should be 
able to pick it up pretty quickly. Each move 
is pulled off with pad and button combinations. 
These moves are most easily executed with a 
Gravis gamepad or similar type, and are a near 
impossibility with almost anything else. 

For those of you that are somewhat famil- 
iar with Mortal Kombat, (or maybe purchased 
MKII for the PC by Acclaim, which was 
released about six months ago) you are prob- 
ably wondering what MK3 offers that the pre- 
vious games didn’t. First and foremost, there’s 
anew password-type code system that allows 
you to access secret cheats, hidden characters, 
extra mini-games, etc. These passwords can be 
found and discovered in various ways; from 
the game itself, through the commercials and 
print advertising, the Internet, as well as vari- 
ous gaming publications. These codes can only 
be inputted before each match on the vs. screen. 
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Secondly, there’s a new combo system. With 
the right sequence of regular and special moves, 
players can unleash severe multi-hit combos 
that can’t be blocked and do unbelievable 
amounts of damage. Third, there is the addi- 
tion of anew “run” button. This option allows 
the player to dash across the screen to gain 
an advantage on their opponent. Fourth, there 
is anew Set of finishing moves for each char- 
acter called, ““Animalities”. These moves are 
executed just like the other finishing moves, 
done only right before the opponents inevitable 
demise and, if executed correctly, these moves 
will morph the attacker into an animal before 
they sloppily kill their fallen foe. Lastly, for the 
first ime in MK history, network and modem 
play are supported, allowing PC owners to 
go head-to-head in which is probably the most 
fun and intriguing option the PC version offers. 

In comparison to the arcade version, MK3 
for the PC comes fairly close. Yes, all the moves 
are here as well as the blood, codes, sounds and 
music. The only major differences are proba- 
bly the size of the characters and the graphic 
resolution. It seems to me the characters are 
somewhat smaller than their arcade counter- 
parts and the level detail is lower. 

Although. thoe only real drawback in MK3 
has nothing to do with the fact that it was port- 
ed to the PC. The conversion is nice and clean 
and almost 100% exact. The drawback 1s that 
the game is getting a little on the stale side. 
Although there have been many changes and 
improvements from the first Mortal Kombat 
to number three, the basic game is still the same, 
and it really doesn’t offer anything new in terms 
of technology or gameplay. With that aside, 
MK3 is still an awesome fighting game and 
it does my heart good to see such a fantastic 
arcade conversion 
ported onto my 
ro 
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Although there have been many changes 
and improvements from the first Mortal 
Kombat to number three, the basic game is still 
the same, and it really doesn’t offer anything 
new in terms of technology or gameplay. With 
that aside, MK3 is still an awesome fighting 
game and it does my heart good to see such a 
fantastic arcade conversion ported onto my PC. 
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SONIC DOES MULTI-MEDIA 


SEGA DIVES HEAD-FIRST INTO THE PC MARKET. by Gregory Off 


One of the most exciting and unprecedented 
events in the PC industry 1s taking place this fall. 
Sega, long known for their history and involve- 
ment in the arcade and home console divisions, is 
busy bringing over some of their most popular 
arcade, Genesis, and Saturn titles to Penttum-based 
PCs running under Windows ‘95. The first Sega 
Genesis titles scheduled for release on the PC will 
be “Comix Zone”, “Ecco the Dolphin” and 
“Tomcat Alley” - the latter two are prominently 
displayed on these two pages. These games will 
have a suggested retail price of $39.95 and should 
be on retail shelves by November. In addition to 
these Genesis titles, Sega is working exclusive- 
ly with NVIDIA to release their 32-bit, 3D Saturn 
titles for the new wave of 3D Graphics cards that 
will become available between now and next year. 
(See this months “The Wire” for the all the scoop 
surrounding the first card on the market, Diamond 
Multimedia’s “Diamond Edge’”’.) 

The release of the three Genesis titles marks 
Sega’s third announcement this year. In May, Sega 
announced the ‘96 release of Sonic CD for 
Pentium-based PCs. In July, Sega announced their 


licensing agreement with NVIDIA, makers of PC 
multimedia accelerator chips. And, in September, 
Sega announced their new label dedicated to bring- 
ing hit Sega arcade and home system titles to 
he PC. 

Heralded as a “breakthrough for PC Windows 
everywhere’, Sega games will be enhanced for 
the PC with such features as faster frame rates, 
added colors, higher resolution graphics, more dif- 
ficulty levels and added control options, includ- 
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ing live help screen guidance while playing, and 
compatibility with standard PC peripherals. You 
can bet Sega’s PC titles will be sold through their 
traditional distribution channels, including Comp 
USA, Computer City and Electronics Boutique. 

The first release, Ecco the Dolphin, will be 
an enhanced version of the original, innovative 
16-bit title. In Ecco, you control a lost dolphin who 
has to discover what has happened to his family. 
There are over 30 levels to explore, teeming with 
frenzied sharks, stinging jellyfish and deadly rip 
tides. Gamers will have to travel back in time to 
battle prehistoric sea creatures and cryptic mes- 
sages are the only clues to the secrets of the deep. 
The PC version will offer higher resolution graph- 
ics, more hidden routes and more video footage 
than the original. 

Originally produced for the Sega CD, Tomcat 
Alley is an interactive movie game which features 
60 minutes of challenging gameplay. Experience 
the height of aerial adventure via FMV, using actu- 
al flight footage and dramatic scenes. Tomcat Alley 
promises to bring the heart-pounding action of a 
feature film and the sweaty-palm challenge of a 
hit video game to your PC (we'll see). As a Radar 


Intercept Officer (RIO) in an F-14X Tomcat, it 
is your duty to locate and destroy renegade Soviet 
pilot Colonel Alexi Povich’s stronghold in the 
Mexican desert, located dangerously close to the 
good ol’ US. With a higher frame rate and true 
color option, gamers can fly seven missions against 
air and ground enemies, adapting to ever-chang- 
ing storylines based on your rapid-reflex respons- 
es and precision, split-second decisions. This 600 
m.p.h. adventure requires your full attention and 
fighter skills as you plot missions, lock on targets, 
fire and escape. Tomcat Alley should also be avail- 
able sometime in November. 
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BRAIN VIRUS...NO ANTIDOTE...MUST GET!! by Eric Winding 
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One of the bigger sellers for the CD-i, 
Burn: Cycle, is now available for the PC/CD- 
ROM market. This FMV point-and-click 
extravaganza relies heavily on the story line 
and action/information sequences to hook 
the player into the game’s theme. 

As Sol Cutter, the anti-hero in 
Burn:Cycle, your objective is to (simplified 
version) find out who put a virus in your 
brain and why. You have two hours in which 
to accomplish your mission or your brain 
gets fried and you die. 

What is the objective in Burn:Cycle, 
and how do you go about accomplishing it? 
Let’s thank Chief Greg for reminding us of 
the purpose of this space. Anyway, as noted 
earlier, your brain, which houses a ‘neural 
implant’, has been infected by a computer 
virus that was downloaded with some data 
that you stole from a company called 
Softech. The Burn: Cycle virus will kill you 
in less than two hours if you don’t find out 
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who did it and, more importantly, get the 
antidote to cure yourself. You travel through 
the ‘televerse’ looking for clues, most of 
which appear via FMV clips. You can replay 
a clip to see if there’s additional informa- 
tion that you may have missed initially. This 
is basically the scope of the game, although 
you do shoot the bad guys whenever the red 
marker lets you know that one of them is 
coming. 

The idea behind Burn: Cycle, I believe, 
is one that focuses on the “mass-market” 
gamer more than it does the dedicated, “got 
to play them all” kind of guy. The user inter- 
face is very straight-forward and easy to 
control. You move through the game’s envi- 
ronment, picking-up objects and interact- 
ing with the characters as you go. At one 
point, you are treated to a shooter-on-rails 


scene that is more interactive and more typ- 
ical of aclassic video game design. But the 
essence of Burn: Cycle is one of an inter- 
active story. So, in judging the product, you 
basically want to know if the story is worth 
reading, or worth interacting with. For me, 
the answer to that question is “yes”. 
Although I would certainly classify 
myself as a dedicated, “gamer’s gamer’, | 
found myself getting deeply involved in 
Burn: Cycle’s futuristic storyline. Although 
there wasn’t much to shoot at or anything 


to punch, the story was good enough to hold 
my attention. Graphically, the game is only 
average, and I would have liked to see the 
PC/CD-ROM version of Burn: Cycle main- 
tain the visual clarity of its CD-1 forefather, 
but the graphics are acceptable for this type 
of environment. 

The bottom line with Burn: Cycle is that 
I think the more casual game player and 
average PC owner will be very interested in 
the game, especially if you have an interest 
in science-fiction. The dedicated gamer that 
is looking for a hand-eye challenge is not 
going to find much to his liking in the title. 
A good comparison to be made would be 
with Virgin’s “Lost Eden”, and Mindscape’s 
“Dragon Lore’, titles that rely heavily on 
story and 3D animation that was created in 
3D Studio, or with a similar product. Burn: 
Cycle is the equal of these titles and an inter- 
esting environment to experience. 

If you're looking for a good, futuristic 
story, check Burn: 
Cycle out, it’s a 
purchase 
worth making. 
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A good comparison to be made would 
be with Virgin’s “Lost Eden”, and Mindscape’s 
“Dragon Lore”, titles that rely heavily on story 
and 3D animation that was created in 3D Studio, 
or with a similar product. Burn: Cycle is the 
equal of these titles and an interesting envi- 
ronment to experience. 


Well, now they’ve gone and done it. The 
human race has rendered the Earth virtually 
un-inhabitable. Silly Earthlings, won’t they 
ever learn? Now there’s only a few people, 
and some bizarre mutants left to pick up the 
pieces. It seems that conditions in the new 
Earth are such that a small sampling of most 
every creature that has ever lived on Earth is 
now alive again, and can’t get along any bet- 
ter than creatures in our own present day Earth. 
In this PC/CD-ROM adaptation of ‘‘Cadillacs 
& Dinosaurs’’, based on the novels written by 
Mark Shultz, it’s the good ol’ Blood Mechanics 
led by Jack Tenrec, who drives around in a 
‘53 Cadillac, vs. the evil Dr. Scharnhorst, who 
is illegally using technology to grow a race of 
giant dinosaurs for profit and world domi- 
nation. Naturally, this irks you considerably, 
sO you set out to do something about it. 

The game is divided into chapters, just 
like a book. Your challenge begins in the 
Xenozoic age-chapter, featuring jungle-like 
surroundings, rocks, bones, the occasional 
snail, and dinosaurs, shooting anything that 
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gets in your way, except living creatures (evi- 
dently, you’ ve learned a bit from history this 
time around). Your mission is, obviously, to 
make it through this road trip with the Caddy 
and yourself in one piece. I died in various 
manners here, many times. I ran into huge 
logs, wherein the car went hurling off cliffs, 
into trees, etc. | was eaten by more dinosaurs 
than I care to admit but, finally, I made it 
through, and you will too, with a bit of per- 
sistence. 

When I first heard of C&D, I thought, 
“Oh great, another ‘FMV’ game with no real 
play-mechanics, I'll be bored stiff.” But, after 
powering-up and doing the customary 
Install/Config/Setup ritual, I was pleasantly 
surprised by what I saw. Both your Caddy and 
the environment have a cartoon quality, instead 
of the grainy video most of these type of games 
have, and the three dimensional effects were 
really breath-taking. Navigating the dense jun- 


gle is a two-person task, one for driving, and 
you for shooting obstacles. You control a 
crosshair on screen with the joystick or mouse 
(the combination of both the keyboard for steer- 
ing, and the mouse for aiming, is by far the 
easiest to use in this situation, as opposed to 
using the joystick, or heaven forbid, just the 
keyboard), with which you aim at the oncom- 
ing debris. While it takes some time to get used 
to the quirky controls, you do get used to it, 
and I think it actually feels more realistic than 
if your crosshair behaved as if it were a cur- 
sor in Windows or something. 

The next chapter, Grith, features jun- 
gle-like surroundings, rocks, bones, the occa- 
sional snail, (sound familiar?) and a big, blue 
pterodactyl. Again, shoot anything that gets in 
your way, avoiding the airborne creatures. I 
met my maker several times here, too. The 
Caddy went flying more than the Walendas. 

In-between most chapters, and most every 
time you bail, you'll be treated to some gen- 
uine old-fashioned, non-interactive FMV, with 
a “Speed Racer’’-esque look to keep you abreast 
of current events, and drop subtle hints as what 
to expect next. 

The following chapter to this adventure 


is called “Toxic Terrain”. Jack, along with 
Hannah Dundee riding shotgun (quite literal- 
ly), weave through a setting reminiscent of a 


jungle with rocks, bones, the occa... (well, you 


get the idea). The vehicle, with its occupants, 
fell into holes, was crushed by suddenly appear- 
ing boulders, got swallowed up into the earth, 
and was rammed by rhinos. By now, | am com- 
pletely sick of dying. No matter how it hap- 
pens, or how many times it happens, I still hate 
dying each and every time. For some reason 
though, the more I died, the more determined 
I got to make it through the next time around. 
I began memorizing the tell-tale signs of 
impending disaster, and actually started avoid- 
ing most of the beasties. Not dying every three 
seconds definitely aided in making for a plea- 
surable gaming experience. 

So, will you like Cadillacs & Dinosaurs’? 
I’d have to say you will. I’m a tough customer 
to please and if I was won over by the imag- 
ination and excellent implementation of a hard- 
to-implement form of gameplay, you will be 
too. C&D is one of a very few titles that actu- 
ally is what it claims to 
be; an interactive 
multi-media 
game. 
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So, will you like Cadillacs & Dinosaurs? 


I'd have to say you will. I’m a tough cus- 
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) imagination and excellent implementation of 
a hard-to-implement form of gameplay, you 
will be too. C&D is one of a very few titles 
that actually is what it claims to be; an inter- 
active multi-media game. 


>, i Se 
ele cores Malinda " : 


> 


Copyright © 1994 Rocket Science Games, Inc. 
All Rights Reserved 


THIS GAME 1S JUST A LITTLE BIT..NUTTY 


IN WING NUTS, ROCKET SCIENCE LEAVES ‘EM LAUGHING IN THE AISLES. by David Jon Winding 


Rocket Science is making a serious claim 
on multimedia gamers’ time this holiday sea- 
son, with the release of three titles for PC/CD- 
ROM. These folks are new to the world of PC 
entertainment and are bringing their partic- 
ular brand of world-making, humor and game- 
play to market with these unique new products. 
Although those titles that have classically been 
defined as “FMV” games lacked certain game- 
play elements that have kept the games out of 
the hands of the more dedicated enthusiast, 
Rocket Science looks poised to change that 
with quality movie-making/game-playing 
experiences that are directly targeted toward 
the more mass-market game player and PC 
owner. 

The third of these initial titles is “Wing 
Nuts’, where the emphasis is definitely on the 
word “Nuts”. In Wing Nuts, you take-on the 
role of a WWI bi-plane pilot that must pro- 
tect the world from Prussian domination. The 
game begins with you sipping wine in a field 
with your french girlfriend (complete with a 
most horrible “Louie LeBeau” (“Hogan’s 
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Heroes’’...the litthe cockroach) accent. Just as 
you think things are going well with your lit- 
tle french pastry, your buddy Antonio comes 
speeding toward you on his motorcycle, incit- 
ing you to take action against the German 
menace in the sky. This scene is indicative of 
what is to come. Wing Nuts owes much of its 
inspiration to over-the-top, campy 60’s clas- 
sic comedies like Hogan’s Heroes, ““Batman’’, 
‘Get Smart” and the ““Monkees’’. The play- 
er (audience) is in on the joke, but the actors 
are absolutely clueless. 

The gameplay has you taking on enemy 
aircraft by pointing your guns at the fleeing 
Prussians, then alternates with scenes where 
you are trying to avoid the wrath of that enemy 
pilot as he gets you in his sights. Additionally, 
there are also ground targets to be taken out 
through bombing runs. But the gameplay, 
which is pretty good for this type of product 
and will, no doubt, find that most of the peo- 
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ple enjoying it will be doing so during their 
lunch hours, is almost secondary to what I 
believe to be the best feature in the game...the 
sense of humor. 

The design team at Rocket Science has 
created a story and dialogue that is genuinely 
hysterical. I can’t stress the similarities to 
Hogan’s Heroes enough. The situations are 
implausible, the bad guys cackle and look like 
the Red Baron and his cronies, the good guys 
are straight-laced and pure vanilla and the 
entire game has a charm that 1s so unique and 
cohesive, I dare you not to be drawn in to it, 
in spite of the one-dimensional gameplay. The 
capper is when the game starts dubbing dif- 
ferent dialogue for the actors. You will fall 
down laughing! 

In terms of an overall evaluation of the 


action/platform game, then you may not be as 
interested in the gameplay found in Wing Nuts. 
But, for those gamers that like to rely more on 
: : their wits than their trigger fingers, and who 
product, I believe that Wing Nuts will appeal ike good comedy and story-telling, there is a 
to many, with perhaps the notable exception —_ ot to like in Wing Nuts. Rocket Science will 
of the hard-core action gamer. The rewards in be offering a $4.95 (MSRP) playable demo. 
Wing Nuts come not from the feedback given of Wing Nuts at national chain retailers, so 
from deep, interactive gameplay, but from the — yoy can try before you buy...check it out, and 
cut-scenes that are so essential to the suc- get ready to launch a few 

cess of the project. If you live for the latest belly laughs. 


..for those gamers that like to rely more 
on their wits than their trigger fingers, and 
who like good comedy and story-telling, there 


is a lot to like in Wing Nuts. Rocket Science 
will be offering a $4.95 (MSRP) playable 
demo. of Wing Nuts at national chain retail- 
ers, SO you can try before you buy...check it 
out, and get ready to launch a few belly laughs. 
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WILL IT FIT GAMERS “TT? by Gregory Off 


Every month, the list of publishers pro- 
ducing software for the PC grows in leaps and 
bounds. Whether it is the arcade or home con- 
sole markets, quite a few of these rising PC 
stars have made their names in other areas of 
the gaming industry. Time Warner Interactive 
is one such company. Having absorbed Tengen 
Software access to Atari’s Arcade division, 
as well as producing a host of Genesis and Super 
NES titles, TWI has become an aggressive and 
key player in software development. Probably 
the most ambitious move they’ ve made to date, 
is the major undertaking of cross-launching 
one arcade title, “Primal Rage’, across ten sep- 
arate home gaming platforms. These include: 
GameBoy, Game Gear, SNES, Genesis, Saturn, 
PlayStation, PC CD ROM and Macintosh - 
even the Atari Jaguar and 3DO will have a ver- 
sion. Primal Rage is Time Warner’s first foray 
into the PC market and, I’m happy to say, this 
is a trend they are dedicated to continuing. This 
now leads us to the purpose of this “Special 
Preview’. “T-MEK”, along with “Wayne 
Gretzky Hockey”, will be their second and 


third consecutive releases for the PC. 

T-MEK is a multiplayer vehicular combat 
simulator that did (and is still doing) quite well, 
in the arcades. In T-MEK, you strap yourself 
into anumber of MEKs (heavy armored hoy- 
ercrafts that are armed to the teeth) with the 
purpose of entering into a match and engaging 
the enemy. Each MEK is totally unique and 
has different strengths and weaknesses, as well 
as special weapons and defenses. The goal of 
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a T-MEK match is sinisterly simple: amass more 
points than any of the other opponents. Where 
the difficulty lies 1s that you can only get these 
points by going head-to-head in all-out war- 
fare. The more foes you damage and destroy, 
the more points you Il get - get it? It sure does- 
n’t make things any easier that your opponents 
are trying to do the exact same thing to you. 
But that’s what, ultimately, makes this game so 
much fun. 

As a bonus, the PC version of T-MEK will 
offer some features that are not found in the 
coin-op. First, and foremost, you get two ver- 
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sions of the game: One being the faithful coin- 
op translation and two, T-MEK Extreme, which 
offers an additional 12 levels not found in the 
original. Secondly, T-MEK will have full net- 
work support for up to four players for head- 
to-head play, as well as point-to-point play via 
modem. And lastly, there are enhanced CG cin- 
ematics, as well as new digitized speech. At this 
point, the game is about 75% complete and 
should be available before this Christmas sea- 
son. You can rest assured, D-3 will be here with 
a comprehensive review as soon as it becomes 
available. 
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T’S ALMOST HERE! 


INTERPLAY LAYS THE FINAL BRICKS IN STONEKEEP. by David Jon Winding 


After close to three years of waiting, delays, 
improvements, working in to the night and heavy 
caffeine intake, Interplay has finally released the 
first playable version of their epic adventure, 
“Stonekeep”. While the technology curve, as 
relates to PC processing speed, has changed dra- 
matically since this game was the proverbial “‘twin- 
kle in the eye” (think about it...three years ago we 
were using 386-25’s with 16 color VGA graph- 
ics cards and no CD-ROM!), the development 
team at Interplay has seemingly kept abreast with 
the times. 

Stonekeep takes the player on a deep, all- 
encompassing, first-person adventure through the 
lower world of a kingdom that has been possessed 
by a demon who seems to have been let loose, 
unintentionally, by a woman with one bad apple 
in her basket (we don’t have the “real” story yet, 
so you Il have to live with our interpretation of 
the demo disk that we were given). As a child, 
you were party to the horrific triumph of evil over 
the good people of your kingdom, as the bad guys 
leveled your town, its inhabitants and your trusty 
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dog, “Sparky” (the name “Sparky” is used here 
purely for dramatic effect...his name could just as 
easily have been ““Sparkus Romicus” or, perhaps, 
Rover’). Your name is “Drake” and you unknow- 
ingly slice the apple with your sword, as you pre- 
tend to slay the evil dragon. At that point, all Hell 
breaks loose, the townspeople are slaughtered, 
the town itself is sucked up by the world below, 
and a mysterious robed figure appears and takes 
you through a portal of time, just prior to the apoc- 
alypse. The game begins 10 years later when this 
beautiful female vision comes to you and tells you 
that it is your quest (you have NO choice in this 
matter...she may be beautiful, but just a shade too 
dictatorial for my tastes) to retrieve the nine recep- 
tacles held in the 22 levels of dungeon adventure 
waiting for you in the lower world...sounds pret- 
ty intriguing, huh? 

Stonekeep looks like it is going to be as good 
as everybody has been hoping and saying that it 
would be. The game’s interface is unobtrusive 
and easy to understand. You can begin playing 
quickly and the adventure looks like it will have 
players engrossed in its world for some time to 
come. You can expect a thorough and uncom- 
promising review of Stonekeep in the December 
issue of Dimension-3. 
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Play ENTOMORPH: pLaGve OF THE DARKFALL’ 
and you'll never be the same... 


elcome to SSI's WoRLD OF ADEN; a vast 
new fantasy role-playing game world, where 
ingenuity and imagination reign supreme! 
It is the time of the Darkfall, a malevolent plague that 
threatens to corrupt every living thing in the land. 
ENTOMORPH": PLAGvuE OF THE DARKFALL™ finds you 
in Kyan, where you witness the ghastly power of this 
virulent evil — the inhabitants are slowly being trans- i ee OF 
formed into giant insects! wi Nee er 

The horror mounts when you realize you're trapped SS <a 
in Kyan and destined to suffer the same fate as those a 
you've seen skittering into the shadows on six legs. — 

Time is now your worst enemy. Find the root of © WINDOWS~95 CD-ROM 
these evil transformations while you still can — or - for IBM & Compatibles 
drown in the seething sea of insects that is Kyan! saci 

This single-player fantasy action adventure features WINDOWS°95 

an intense, branching storyline. Grisly combat with a — 
variety of deadly attack options. Mind-bending puzzles. ses eis aie as 
Treacherous traps. And ENTOMORPH is presented fete ks tater ales ant 
in state-of-the-art high-resolution graphics — with a ———— 


CD-quality soundtrack that’s guaranteed to make 
your skin craw]! A No ie 


WORLD OF ADEN, ENTOMORPH and PLAGUE OF THE DARKFALL are trademarks of Strategic Simulations, Inc. ee 
©1995 Strategic Simulations, Inc. All rights reserved. WINDOWS is a registered trademark of Microsoft Corporation. 
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In order to use these codes, you must 
first type in GABBAGABBAHEY, this will 
enable your cheats. 


CHEAT DESCRIPTION 


scourge Full weapons 


racerx Invulnerability 
All keys 

Cloak (invisibility) 
twilight Replenishes shields 
farmerjoe Level select 


alt-f (map mode)...Reveals entire map 


I” concussion missile 
ge homing missile 
Pd smart missile 
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mega missile 


® laser - up to level 4 
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PREPARE FOR DESCENT 


INTO THE MIDST OF THE DARKEST FORCES YOU'VE EVER BEEN DOOMED BY. by Tim Lindquist 


Can you believe it? All those great DOS 
games that us Mac guys have been secretly 
envying are finally getting ported to the 
Macintosh. First, we had Dark Forces, then 
Doom II, and now Descent! Descent was 
released for MS-DOS based machines in 
January of ‘95, and should be available for 
the Mac in time for Christmas. That adds up 
to about an 11 month wait which, consider- 
ing how long the wait has been for some titles, 
isn’t too bad. The good folks at MacPlay were 
kind enough to get us this beta version early, 
so that there will be no doubt about what 
belongs on the top of all you die-hard Mac 
gamers’ Christmas lists! 

You've been called upon by the Post- 
Terran Minerals Corporation, the largest 
bureaucracy in human history, to help them 
with a little problem. Their mines on Pluto 
have been taken over by an unknown force. 
The workers have been imprisoned and the 
robots have been converted into killing 
machines. Pluto has been turned into the stag- 
ing area for an all-out assault on Earth itself. 
Your job: go in and rescue as many workers 
as you can, destroy the fusion reactor in each 


mine, and get the hell out before it blows. 
Don’t forget to find the exit before you destroy 
the reactor, you'll be sorry if you leave the 
exploring to the last minute! 

Many people have called Descent just 
another Doom clone, but those people must 
not have ever sat down and played Descent. 
Imagine soaring through Doom-style corri- 
dors in a spaceship with the freedom to fly up, 
down, sideways, and backwards, while your 
stomach 1s turning inside-out from the verti- 
go of flight. Now imagine suicidally scream- 
ing straight at your enemies, with your 
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weapons blazing, your opponent’s guns chat- 
tering, shrapnel bouncing off your hull, you 
get so close, his ugly maw fills your entire 
screen, but wait ... there’s no huge pixels! 
That’s right, all the enemies in Descent are 
texture-mapped polygons, with artificial intel- 
ligence designed to learn from your playing 
style, as opposed to Doom’s brain-dead, 
bitmapped pixel-monsters. Descent’s 
environments are 

totally texture- 

mapped 3D, with light 

source shading galore. 

When you fire your 

weapons, dark corridors /fa\\ gs 

are lit up by your projec- 7 4 Fs > s i 
tile — the effect is really ao ; 
quite stunning. Youcan #» ’ 
even fire off a flare that 

embeds itself in the walls to light up a dark © 
corner. Descent also has one of the best maps 
I’ve seen in any of the games in its category. 
Instead of an outline of the level, you get a 
fully 3D, wire frame rendering of the level 
that you can rotate and zoom to any portion 
your heart desires. I’ve seen whole Amiga 


games that were nothing more than Descent’s 
map. 

Naturally, with any game this complex, 
you Il need a machine that’s got guts. Descent 
is FAT, meaning it’s been written to run native 
on both 68k machines, and Power Macs. The 

recommended minimum 1s a 
68040 based machine running 
at at least 33Mhz. Running on 

a machine like that, you'll have 

to have the detail levels all set 

to the lowest setting in 

order to achieve an 

acceptable frame 

rate. On the mid- 

range Power Macs, such as the 6100 
and 7100 series, the gameplay is smooth 
at the standard 320 x 200 resolution, 
with all detail turned on. High-res 
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<x mode on these machines is Just on the 
edge of acceptable. It’s possible to play, but 
you ll find yourself switching back to low-res 
for the ease of control. The 320 x 200 mode 
is pixel-doubled so it still fills the whole screen, 
so you don’t have to worry about playing in 
a mini-window. If you want to play smooth- 
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ly in the high-res mode, 640 x 480, you’ Il need 
one of the new PowerPC 604 based machines. 
Playing it on a 9500 that’s been clock-chipped 
up to 160Mhz, with a Diamond Javelin 3400 
accelerated graphics card on a 21” monitor at 
640 x 480, with a Genesis 6-button controller, 
is the closest I’ve ever come to gaming nir- 
vana. Eat your heart out DOS gamers. 

With MacPlay being one of the most pro- 
litic publishers of Macintosh games, they’ ve 
made sure Descent for Mac has all the fea- 
tures the discriminating Mac gamer demands. 
It will be released on CD-ROM version and 
will allow eight-player network games that 
will be supported via Appletalk and IPX net- 
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works and head-to-head play will be avail- 
able with both a modem and serial connec- 
tion. The audio for Descent is also a step ahead. 
While the sound effects are direct from the 
DOS version, the soundtrack in the CD ver- 
sion is played right off the CD, giving you the 
best music your ears can handle. Custom lev- 
els and add-ons from the DOS version will be 
fully compatible with the Mac version as well. 
That means when you’ ve finished the 30 
Parallax-designed levels that come with the 
game (no small feat!), you can scour the online 
services for more levels and graphics to breath 
new life into Descent. You can play with the 
mouse and the keyboard, but by far the best 
way to play Descent is with a joystick. My 
personal favorite method of playing is with 
the aforementioned Kernel Productions 
ChoiceStick adapter, with a Sega Genesis six- 
button joypad. The soon-to-be-released 
Thrustmaster flight controllers for Macintosh 
will also be supported. 

One big complaint that Mac gamers have 
had about the recent rash of DOS ports is their 
interface. Since the games were originally 
designed for a text-based operating system, 
there’s been no standardization of the inter- 
face. The result has been an interface that Mac 
users regard as barbaric and even insulting. 
_ GeemaArencuease tones oor” 
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The interface in Descent for the Mac 1s basi- 
cally the same as the DOS version. There’s no 
menu bar with commands neatly arranged 
in the familiar categories. The user is presented 
with a menu screen which he can either scroll 
through using the arrow keys, hitting the return 
or spacebar keys to make a selection or, unlike 
the DOS version, he can click on the choic- 
es with the mouse. Fortunately, there’s no hid- 
den or esoteric options. The menu system is 
clear and easy to navigate so, in my opinion, 
it works just fine. 

Best of all, MacPlay will be releasing a 


shareware version of Descent in the first quar- 
ter of 1996. The shareware version will be 
available both directly from MacPlay, and 
from your favorite online service. This means 
you can see for yourself what an awesome 
game Descent for the Mac 1s, before you decide 
to plunk down a wad of cash. 

MacPlay also plans on releasing a later 
version of Descent that takes advantage of 
Apple’s new QuickDraw 3D technology, a 
new standard for manipulating 3D objects. 

If I had one complaint, it’s that they should 
have made Descent 2 for the Mac first. I hear 
that it’s in development for the PC, why not 
make a Macintosh version at the same time? 

The bottom line — Descent for the Mac 
delivers more gaming gusto than Mac gamers 
have ever dreamt possible. This 1s yet anoth- 
er example of what a powerful gaming 
machine your Mac can be. There must be no 
hesitation, if you want to see more incredible 
games like this one get made for your machine 
of choice, go out right now and buy this game. 
If it’s not available by the 
time you read this 
article, go 
reserve 4 
copy anyway. 


Descent for the Mac delivers more gam- 
ing gusto than Mac gamers have ever dreamt 
possible ... There must be no hesitation, 1f you 
want to see more incredible games like this one 
get made for your machine of choice, go out 
right now and buy this game. If it’s not avail- 
able by the time you read this article, go reserve 
a copy anyway. 


EXPERIENCE 1 
WEALTH 10 
STRENGTH 3 
INTELLIGENCE 7 
DEXTERITY =? 
UITALITY 0/0 
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DOMARK DELIVERS 


RPGO GAMING 


Domark, long time Macintosh support- 
ers and publishers of such hit titles as “Flying 
Nightmares’”’, “Out of the Sun’, “Absolute 
Zero” and more, are readying for release a 
brand new adventure/RPG for the Macintosh 
entitled “Curse Of Dragor”’. 


Your adventure begins in the depths of 


an ancient castle, where you must search out 


the missing Hexaemeron council, who have [y, 


transformed themselves into inanimate objects 
and scattered themselves throughout the cas- 
tle. It seems that the evil sorcerer, Dragor, 
had returned from exile after a long ban- 
ishment by the hand of his good-hearted half- 
brother, King Meridian, and the Hexaemeron 
council. Finding the council missing upon 
his return, Dragor places a curse on the sur- 
rounding land of Xorinth and disappears to 
parts unknown. It’s now up to your stealthy 
band of adventurers to restore Xorinth to 
its former grandeur and beauty. 

As your quest unveils itself, you'll be 
confronted by headless mummies, undead 
warrior-knights, man-eating plants, giant 
ants, poisonous spiders and countless other 
evil nasties, all determined to make your 
adventure a short one. The game features 
heavy puzzle solving, labyrinth wandering, 
and weapon hoarding, all presented in a first- 
person 3D perspective, with real-time fight 
scenes. 

You'll have 15 sturdy adventurers to 
choose from to create a party of four play- 
ers, all with classic RPG-style attributes; hit 
points, spells, magic items, armor and every- 
thing else found in the standard RPG. 

Curse of Dragor will feature realistic 
audio tracks with high-resolution graphics 
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CURSE OF DRAGOR 
Publisher: 


DOMARK 


1900 S. Norfolk St., Ste. 100, San Mateo, CA 94403 
415-513-8929 


Developer: 


Design team: 
James Tatham: Graphics/Programming 
Joel Tatham: Graphics/Programming 
Doug Boari: Music 

» Carl Milton: Additional Artwork 

» William Courtney: Additional Artwork 


and animation. It will be released on CD- 
ROM sometime in late October/early 
November, and will be accelerated for Power 
Macintosh. D-3 will feature a full review 
as soon as the game becomes available. Until 
then, thanks for reading Virtual Mac, and 
have a great rest-of-the-issue. 
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Quit complaining about how the government handles 


world crises, and do something about it. Pick up A-10 


Attack!, from the developer of Hellcats over the Pacitic, 


a flight simulator tor the Apple Macintosh. That way, 


next time theres problem, you can take 


care of it yourself. 


ParSoft International 
101 W. Renner Road, Ste. 430 © Richardson, TX 75082 © 214/479-0937 


Papoeasels MyM cst: 


“cast 


Publisher: 


INTERPLAY 


17922 Fitch Ave., Irvine, CA 92714 
714--553-6655 


Developer: 


LOGICWARE 


Design team: 
Bill Heineman: Programming 
Chad Max: Artist 
Steve Parsons: Biz 
Robert Pardo: Producer 
Todd Dennis: Music 
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CASE IN POINT: 


Achtung, Baby! I’m not real sure what U2 
was trying to imply with the title of their Mega- 
platinum 7th album, ‘Achtung, Baby!’, but | 
wouldn't be surprised if they were inspired by the 
also mega-platinum “Wolfenstein 3-D” from id 
Software. It was around this same time period 
(early 1990's) that the world got its first glimpses 
of both pieces of entertainment, and while U2 has 
only since given us the woeful Zoo-TV and other 
‘Zoo’ paraphernalia, the Wolfenstein engine has 
gone on to become the mainstay of the comput- 
er and video game industry - all the way up to the 
latter part of 1995. Wolfenstein has spawned a 
double digit number of spin-offs, ranging from 
the now classic “Doom”, to “Heretic”, “Rise of 
the Triad”, “Dark Forces”, and the next king of 
the hill, “Duke Nuke ‘em’. In this constant game 
of ‘one-upmanship’, it’s refreshing to sit down 
with the 3DO and spend some time with the orig- 
inal game that occupied my lunch hours on the 
old 386 for who knows how many weeks! 

For those of you who thought that Doom was 
the original first person, corridor-type 3-D shoot 
‘em up, it may come as a surprise to you to learn 
that Wolfenstein is actually the granddaddy of 
them all. However, even this game has its roots 
in another title — that being “Castle Wolfenstein” 
for the Apple II. That heartpounding work of art 
was released in the early eighties, and probably 
helped to sell enough Apples to keep the com- 
pany afloat during the early days! Anyway, all 
you need to do is look at the pictures surrounding 
the text and you get the feeling that Wolfenstein 
is looking every bit the aged veteran that it is. 
Notice the lack of a ceiling, and the rather staid 
colors and wall patterns — nothing nearly as flashy 
as Dark Forces or ROTT, but that’s ok because 
Wolf can still play. Wolfenstein didn’t need any- 
thing fancy. When you’re the first on the block 
with a new car, it doesn’t matter if it’s a Kia ora 
Porsche, all that matters is that YOU have the new 
car smell, and nobody else does! However, it was- 
n't the smell that got the millions of gamers excit- 
ed about Wolfenstein, but rather the simplistic 
straight forward shoot ’em up style. It was the ‘kill 
or be killed’ mentality, the blood spurting, the 
fanatical pace and, lastly, the towering end of level 
bosses. These guys aren’t just nasty, they ENJOY 
the battle. Most of the bosses have smiles on their 
faces as they blast you into the next dimension, 


SUME THINGS AREN'T AS GO000 AS THE ORIGINAL. by Eric Winding 


and have little or no problem in taking their time, 
chasing you all over the map to hunt you down. 

It’s this simplicity that will make the pur- 
chase of Wolfenstein-3D for the 3DO the obvi- 
ous choice. Even after having played all the 
“second generation” knockoffs, I think Wolf still 
has the right mix to be a successful title at this late 
date. For those of you that have been reading 
D3 since its inception (thank you!), you know that 
I’m real big in the “tunes” department. For some 
games, the music can be a hindrance or a mood 
setter, and for others, it may be the only charac- 
teristic that saves the title. I admit, for as much as 
I enjoy a good melody in a shooter, I will most 
likely turn the music off (if given the option), as 
I like my ears to concentrate on the sound effects. 
However (and this is a big HOWEVER), 
Wolfenstein is NOT one of those games. The music 
iS SO inspirational, and adds so much tension to 
the gameplay, that I could not imagine ever play- 
ing it again without the sounds. The songs have 
that WWII feel to them, with a heavy dose of 
the beat of the marches. I can practically see 
Colonel Klink waving his baton in rhythm (by the 
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way, how many Hogans Heroes references 1s that 
in D3 now?) while Hogan and the boys “dig your 
escape tunnels’. There is escape from Wolfenstein, 
but it will take you 30 levels, and probably close 
to that many hours as you search your way though M@ A DARK SECRET 
levels of secret doors, power-ups, health supplies, 
and tons of the bad guys. One of the things that 
I forgot about with Wolf was how large some of {| spall OF 

the levels are. There are some corridors that, if put Ud THE MaDMaN 
into scale, would be half a mile long! Fortunately, | 
the frame rate moves very quickly (remember - 
no ceiling) and you can get through the halls in 
Carl Lewis like fashion. But, remember, you can’t 
run your way through life — you're gonna have to 
stop and go toe-to-toe with some of these nasties, 
so be prepared! 

I cannot recommend Wolfenstein-3D with 
more enthusiasm — a five star shooter if ever there 
was one! There’s enough depth and challenge to 
keep every gamer satisfied, whether you're the 
tried-and-true shooter expert in your town, or just 
a new gamer who wisely purchased a 3DO. All of 
you will get your dollar’s worth in no time at all 
and, when all is said and done, you'll be the proud 
owner of one of the finest cre- 
ations ever stamped on 
a disc. Acthung, 
baby! 
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I cannot recommend Wolfenstein-3D with more 
eee —a five star shooter if ever there was 
one! ...whether you’re the tried-and-true shooter 
expert in your town, or just a new gamer who wise- 
ly purchased a 3DO. All of you will get your dol- 
lars’ worth in no time at all and, when all is said and 
done, you'll be the proud owner of one of the finest 
creations ever stamped on a disc. Acthung, baby! 


MAZER 
Publisher: 


AMERICAN LASER GAMES 


4801 Lincoln Road N.E., Albuquerque, NM 87109 
505-880-1718 


Developer: 


AMERICAN LASER GAMES 


Design team: 
Matt Brown: Programming 
Tommy Daniel: Programming 
Darren Thorne: Artist 
_ Jeff Baker: Artist 
' Gino Pascon: Music 


By 
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MAZER, BY AMERICAN LASER GAMES 


TOO MUCH OF 


OK, 3DO fans, name a game by American 
Laser Games that isn’t a Mad Dog spinoff... time’s 
up! If you replied “Mazer”, you get to go to the 
head of the class. Mazer is not the typical fare we’ ve 
come to expect from ALG, and that in itself 1s say- 
ing something. However, if you’re looking for 
something truly original, you will have to look a 
little harder, because this title has been seen in 
many forms before, dating back over a decade. 
Can you say Berzerk? That was the first impres- 
sion from all the gamers in this office. “Oh, look, 
Berzerk meets Syndicate with a little (very little) 
Street Fighter thrown in for good measure.” Well, 
maybe Mazer is a bit more up to date than the 
Berzerk idea it represents from years ago, but I 
was thinking it would be quite fitting if I heard 
“Catch that Humanoid!” somewhere in the battle! 

If the above paragraph does little to stir your 
imagination and doesn’t give you a feel for Mazer, 
then maybe I can divulge a little more insightful 
information on the nuances of this title. You are 
on a floating cube and have to get off. Oh, wait, 
you want more detail? Fine, but you’ ve been briefed 
enough already! The story line goes something like 
this; bad guys are going after the universe and 
you ve got to go through numerous levels to save 
the day. Each level is basically an arena, delivered 
via 3/4 perspective, where your on-screen warrior 
must save his buddies trapped in these glass cylin- 
ders, and destroy the energizer that ultimately 
unleashes the end-of-level boss (the power meter 
even says “boss’”’). All the while, you have to fend 
off the monsters du jour, which is no easy pickings 
because the darn varmints reincarnate almost instan- 
taneously. The character (there are four from which 
to choose) can shoot (or whip), run turbocharged, 
use a shield, or jump. There are many power-ups 
that appear during the course of action, ranging 
from increased health to more beneficial weapon- 
ry. All the requisite goodies that make a shooter 
a shooter are prevelant, but the game lacks a cer- 
tain cohesiveness to tie it all together. Part of the 
problem lies in the initial setup. The only option 
the gamer is given is the choice of which charac- 
ter to use. Mazer could use a little more spice in 
the options department, say, maybe difficulty and 
level select options for starters. The game is way 
too difficult for average gamers (although, of course, 
there are none at D3), and they will become so 
frustrated playing the same level thirty or forty 


NYTHING CAN GIVE YOU A MAZER HEADACHE. by Eric Winding 


times that they will have no desire to see all the 
other levels. This would be a shame, because the 
artwork on some of the deeper levels, like ‘The 
Volcano’, is almost worth the price of admission 
(POA for future references). 

American Laser Games incorporates a few 
unique wrinkles with Mazer. With the turbo but- 
ton pressed, your on-screen warrior dude scur- 
ries around in Speedy Gonzalez fashion, and leaves 
behind a vapor trail of diminishing figures; a neat 
cartoonish display. Then there 1s the scaling por- 
tion of Mazer that breathes new life into this game 
style. As your character blasts his way through the 
level, the action will zoom in and out depending 
on your relative position to all the evils lurking 
behind walls and confronting you at every turn. 
This feature works rather well under the circum- 
stances of the limited playfield. Hey, is this the per- 
fect segue or what? Limited playfield describes, 
in a nutshell, the major flaw in Mazer. The arena 
is cramped between the bad guys, your encapsu- 
lated buddies, and the walls surrounding the ener- 
gizers. Eliminating the walls and rescuing your 
comrades will enlarge the surface area, but all it 
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really does is allow for more of the robot things to 
“energize” and start firing at you. There really is 
no place to hide, and not a whole lot of room to run 
around in. Coupled with the fact that your weapon 
is almost impossible to aim correctly, Mazer ends 
up being much more frustrating than it should 
be. Regarding the shooting aspect, using the stan- 
dard 3DO game pad, it 1s brutal, juice! The odds 
of hitting anything between horizontal and verti- 
cal are slim, yet the meanies don’t seem to have 
this deficiency. They can obliterate you from any 
angle, so be sure to JUMP (might as well). 

All in all, American Laser Games should be 
given credit for offering the gaming public some- 
thing other than the usual western style full motion 
video. However, the credit stops there, as I see 
Mazer as an incomplete. That is, the game gener- 
ates a certain amount of enthusiasm from the in1- 
tial viewing, but fails to deliver on that promise. 
Mazer suffers from a curable case of Glutonitis, 
which could be remedied by a few more hours of 
probing in the beta stages. The bottom line is that 
you will want to test this one before you plunk 
down that very real cash in your pocket, you may 
find there are better uses for it. 


All in all, American Laser Games should be 
given credit for offering the gaming public some- 
thing other than the usual western style full motion 
video. However, the credit stops there, as I see Mazer 
as an incomplete. That 1s, the game generates a cer- 
BB. . so tain amount of enthusiasm from the initial viewing, 
Patera CC *. but fails to deliver on that promise. 


Publisher: 


THE 3D0 COMPANY 


600 Gavelston Dr., Redwood City, CA 94063 | 
415-261-3180 


Developer: 


STUDIO 3D0 


Design team: 
Greg Gorsiski: Producer & Director 
Frank Sandoval: Programmer 
Rebecca Chow: 3D Artist 
|| Brad Engstrand: Level Design 
' Ease Owyeung: Art Director 
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BLADEFORCE STRAPS YOU IN AND SENDS YOU GUNNING FOR TROUBLE by Eric Winding 


Studio 3DO is back in action! Following 
on the heels of their successful title ‘““Zhadnost” 
and the soon-to-be released “Killing Time”, 
the Studio is set to unleash a doozie of a shoot- 
er in “Bladeforce”. This over the shoulder 
shooter breaks new ground for the 3DO by 
delivering nonstop action, with a speed and 


ee 


dizziness factor” uncommon to any previous 
3DO release. 

The story line in “Bladeforce” involves a 
crime ridden city that is in desperate need of 
cleaning up. The city, Megagrid, used to be 
Los Angeles, prior to the demise and destruc- 
tion of the City of Angels. Megagrid, being 
fully overrun with criminals and territorial 
bosses, that harken back to Chicago mobsters, 
has only one hope of ridding the city of the ter- 
ror and anguish that has struck. Enter our hero... 
you! That’s right! You are the chosen one, called 
on to don an experimental new Helipak Flight 
Suit, invented by local MD and all around good 
guy, Dr. Grubert. This suit will enable you to 
attack the city from the air, while you lay waste 
to the bad guys’ operations with a flurry of 
missiles and other assorted projectiles. Like 
any shooter worth its salt, Bladeforce ponies 
up a myriad of power-ups, special weapons, 
health bonuses, and extra lives. Occasionally, 
and right at the time you need them most, you 
will discover a virtual “field of power-ups”. 
But beware, because this could be the sign 
of a trap, as the “flyers” (mobile bad guys in 
flight like yourself) may swarm on you as you 
dive down to nab the goodies. Of course, you’ I! 
never know for sure, unless you try! Back to 
the plot: the six evil hench-people, not unlike 
the charismatic criminals in the original 
“Batman” TV show, all have their own strik- 
ing identity and individual way of conducting 
“business”. From the sinister “Ugly Two Head”’ 
(my favorite) to the delightfully charming “‘Steel 
Medusa Sisters”, each end of level boss has 
a strategy and an art for combat, that will chal- 
lenge most seasoned gamers. 

As you can see, the story line involves a 
rather thin plot; but, hey, that’s not a real con- 
cern to most shooter fanatics. The heart of the 
shooter is in the shooting; the constant, non- 
stop roar of the bullets being sprayed across 
the skies! We want to see catastrophic explo- 


sions with flames shooting five stories high. 
We want to see enemies engulf our entire field 
of vision. And, we don’t want it to stop for days 
and days and days! That pretty much sums it 
up, I think, and Studio 3DO delivers on most 
counts. In the earlier rounds, the bad guys do 
not incorporate a whole lot of the playfield. 
You'll find yourself mostly flying from one 
area to the next, with a minimal amount of gun- 
fire coming your way. The main focus here 
is getting used to the motion of the Helipak 
and obtaining a sense of purpose to the layout 
of the territories. Each level is absolutely HUGE 
and could take serious amounts of time out of 
your day. 

Fortunately, there is a mapping feature; 
but, unfortunately, it may well be one of the 
most confusing techniques I’ ve ever encoun- 
tered. I don’t know if there’s too much color 
or too much representation or what, but I’ve 
yet to really get a good feel for where I am 
or where it is | should be heading, when I stare 
at the map. This could be just a deficiency 
on my part, but you may find yourself with the 
same ailment. Each level is broken down into 
four zones, each with a higher level of diffi- 
culty. In fact, Dr. Grubert even advises you as 
to the “preferred” route to take. Following the 
good doctor’s advice will make for a more 
rewarding, and certainly more successful, 
adventure. 

As I touched on earlier, Bladeforce has 
such speed and depth perception that it can 
actually recreate the feel you get when you 
spin the Teacups too fast at Disneyland. You 
know, you spin the wheel in the middle of that 
teacup around and around so quickly that soon 
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the world is a blur! If you get too close to an 
‘Attractor Source’, it will suck you in and cause 
you to spin wildly out of control. Way cool 
effect, guys! Also, the scaling of the objects is 
near “chunkless”, as you dive down and zoom 
back up... we’re talking near flight sim. abili- 
ties here! And let’s not forget the scorching 
sound track — the heavily distorted guitar riffs 
are quite appropriate for this Mad Max type of 
scenario. However, with all the superlative 
touches in Bladeforce, here are a few concerns 
that, if addressed, will make for an excellent 
sequel: |) more mobile enemies — there are just 
too many static objects at which to shoot 2) 
more color in the playfield — things are just a 
tad too gray, and 3) smaller levels or a better 
way to map the huge levels - this could enhance 
the game with more bosses or, at the very least, 
make getting from one place to the other less 
of a hindrance. 

All things considered, and we usually have, 
Bladeforce is a welcome addition to the grow- 
ing library of fine titles for the reyuvenated 3DO 
platform. There’s enough challenge and excite- 
ment, as well as surprises, 
to keep the avid 
shooter — fan 
occupied for 
weeks. 


>. «~ 


Bladeforce is a welcome addition to the 
growing library of fine titles for the reju- 
venated 3DO platform. There’s enough chal- 
lenge and excitement, as well as surprises, 
to keep the avid shooter fan occupied for 
weeks. 


Publisher: 


DOMARK 


+ 1900S. Norfolk St,, Suite 110, San Mateo, CA 94403 
i 415--513-8929 


Developer: 


DOMARK/LIFELIKE 


Design team: 
Erik Strickland: Programming 
_ Colin Boswell: Additional Programming 
_ John Kavanagh: Producer 
| Bryan Walker: Producer 
Original Design: Simis 
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AM | HAVING A NIGHTMARE... 


OR IS THIS JUST A BAD DREAM ®? by Mark Winding 


Domark has just released their new 
flight sim. for 3DO, entitled ‘Flying 
Nightmares”’. ( After playing this game for 
a while, you may think the name is entire- 
ly appropriate.) Based on the McDonnell 
Douglas AV 8B “Harrier”, Flying 
Nightmares attempts to take you inside the 
world of VSTOL combat. With only one 
other flight sim. for the 3DO currently 
available, this game should be a welcome 
addition to the 3DO library. So, before I 
lose my nerve, what say we dive into it, 
and see what she has to offer? 

First off, why don’t we start off with 
a little background. VSTOL sims seem 
to be all the rage these days with most 
developers, witness EA’s Marine Fighters 
add on disk (Dimension 3, Sep 95), and 
a host of others. I must admit; I don’t blame 
them, “jump jets” are fascinating to watch. 
The problem is, however, their missions 
are rather boring, and they’re nowhere near 
as fun to fly as other top of the line war- 
birds. But hey, beggars can’t be choosers, 
right? 

Flying Nightmares places you in the 
middle of a UN authorized invasion of 
BARCALA, located somewhere in 
Southeast Asia (read Korea). As a Marine 
aviator, you will be flying the venerable 
AV8 Harrier. Your mission; engage the hos- 
tile enemy and destroy them. Sounds sim- 
ple enough to me. Your base of operations 
for the missions ahead will be the USS 
Tarawa. Aboard the Tarawa, you will be 
briefed for your upcoming mission, and 
given the choice of which mission to fly, 
and the type of armament you want to take 
along for the ride. As you start your mis- 
sion, you have your choice of three dif- 
ferent varieties. The first, combat, initiates 
a full campaign to defeat the rebel forces 
on Barcala Island. This campaign lasts three 
days with 36 different missions, requiring 
only one sortie in the early missions, and 
four to five sorties per mission by the end 
of the campaign. Secondly, you have the 
“arcade” option, which immediately places 
you in the action. This option allows you 
to fly any of the missions in any order you 


like. I recommend this option to get some 
good stick time in before you move onto 
the full campaign. Lastly, you have the 
training option, this probably should have 
come first, but like most “‘typical’’ males, 
I don’t look at the “‘instructions” unless I 
absolutely have to. The training option 
allows the “nuggets” to practice their fly- 
ing in a closed environment. There you 
have it, all the tools necessary for a clas- 
sic airborne shot ‘em up. 

Unfortunately, the word ‘“‘classic”’ is 
far too appropriate when describing Flying 
Nightmares. The first thing you notice when 
you fire it up is the less than inspiring 
graphics. It reminds me all too well of some 
of the very first flight sims to hit the mar- 
ket; and let me be the first to say, ’'ma 
flight sim. junkie, I can’t get enough! It’s 


just that with the level of sophistication 


that’s out there today, you just flat out 
expect more. Given the fact that this is one 
of the first real attempts to put a big league 
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flight sim. out for 3DO, I certainly expect- 
ed more. Let’s start, however, with what 
I liked about Flying Nightmares. The 
gameplay is actually quite good. The vari- 
ety of missions, and the multiple number 
of sorties required to complete them as you 
progress, pretty much guarantees that you 
wont get bored for quite some time. In addi- 
tion, being able to “choose your weapon”, 
and a pretty cool rear view option can make 
for some interesting looks. Finally, the best 
thing is that someone finally developed a 
flight sim. for the 3DO. 
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With that being said, my critical side 
is about to take over. As I mentioned ear- 
lier, the graphics are extremely weak. In 
fact, quite disappointing. I certainly expect- 
ed more from Domark. It’s almost as if you 
tripped over your old Sega master sys- 
tem and accidentally hit the “on” button. 
When you realize that it’s your 3DO that 
you are playing, depression sets in. 

Additionally, the sound was uninspir- 
ing. When you are flying with your hair on 
fire, ready to inflict lethal damage, you 
want some rad tunes to keep your adren- 
aline up; no such luck here. We’re forced 
to listen to Lawrence Welk on speed. 

Don’t get me _ wrong, Flying 
Nightmares 1s not without merit, it’s just 
that we’ ve come to expect so much more. 
Let’s face it, there’s not a whole lot out 
there, albeit room for PLENTY more. 
Flying Nightmares will hold your atten- 
tion, but not for long. Let’s hope that there’s 
plenty of flight sims on the horizon that 
will live up to our expectations, or else fly- 
ing on the 3DO will truly 
will be a night- 
mare. 
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Don’t get me wrong, Flying Nightmares is not 
without merit, it’s just that we’ ve come to expect 
so much more. Let’s face it, there’s not a whole lot 
out there, albeit room for PLENTY more. Flying 
Nightmares will hold your attention, but not for long. 
Let’s hope that there’s plenty of flight sims on the 
horizon that will live up to our expectations, or else 
flying on the 3DO will truly will be a nightmare. 


49 e THE 300 ZONE 


WHAT TIME IS IT? 


TIME FOR SOME INTENSE GAMING ON THE 300! by Gregory 


It seems that there are relatively few soft- 
ware companies out there that really give full 
support to the 3DO system. Besides the few 
obvious ones such as Panasonic, Crystal 
Dynamics and Electronic Arts, it is really dif- 
ficult for me to even come up with one other 
company that releases more than one or two 
titles a year for this underrated and underes- 
timated 32-bit system. Thankfully, like 
Nintendo and Sega, the good folks at 3DO 
Co. have developed their own internal soft- 
ware division by assembling some of the 
finest designers, artists and programmers 
around. This talented bunch of guys and gals, 
aptly titled “Studio 3DO”, are committed 
exclusively to developing the best games pos- 
sible for the 3DO. One of the most exciting 
prospects coming out of their offices this fall 
is an amazing first-person shooter titled 
“Killing Time”. 

Ata glance, Killing Time could be com- 
pared to some of the other first-person, cor- 
ridor-style shooters around, such as “‘Doom”’, 
“Dark Forces” and “Heretic” (or, closer to 


KILLING TINE. 
Publisher: 


THE 300 COMPANY 


600 Gavelston Dr., Redwood City, CA 94063 © 
415-261-3180 ; 


Developer: 


Vinton ah 


home, “Space Hulk’, ““Wolfenstein 3D”, “Iron 
Angel of the Apocalypse” and ‘‘Monster 
Manor’) but under closer scrutiny, it actu- 
ally creates its own gaming platform with a 
unique mixture of straightforward action, 
unique storytelling, and tough puzzle solv- 
ing elements. The result of this combination 
is proving to be much more than a mind- 
less romp through endless hallways, blow- 
ing away anything that so much as crosses 
your path (although there is plenty of that 
too!), this is more like a combination of a 3D 
version of “7th Guest” and the titles men- 
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tioned above. 

The story is somewhat reminiscent of 
Steven King’s, “The Shining” with a little 
“Raiders of the Lost Ark” mixed in for good 
measure. You are a young archeology student 
in search of an Egyptian artifact that osten- 
sibly promises everlasting life. Your quest 
has led you to an island mansion off the rocky 
coast of Maine, filled with lingering polter- 
geists from a lavish 1920's party. A ghostly 
apparition beckons your help and it’s up to 
you to uncover her horrible secret and break 
the spell that keeps the island in chaotic limbo. 
Your adventure will take you through over 
30 different areas throughout the mansion, 
including the endless catacombs running 
beneath and the mind maddening maze above 
ground. 

Although the version you see here 1s basi- 
cally the “done deal”, Studio 3DO 1s still 
tweaking with the frame rate and will be 
releasing the retail version sometime this 
November. We will have a complete review 
of what looks like one of 3DQO’s best titles 
this year in next month’s issue. 
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ROLE PLAYING THE WAY IT SHOULD BE 


55! DELIVERS THE GOODS TO YOUR PC. by Gregory Off 


SSI, a name synonymous with quality Role 
Playing Games, has added yet another title to 
their on-going line-up. The game is called 
‘“Thunderscape” and it’s a special one indeed 
as it represents the first of a new series set in 
the “World of Aden’- a brand new fantasy uni- 
verse, created solely by SSI. 

In Thunderscape, the story doesn’t take 
a backseat to the gameplay; it’s actually an inte- 
gral part of the game. Ten years ago, the world 
of Aden was ruled by a peaceful hand. During 
this “Golden Age”, knowledge was key and 
technology flourished. This period of time wit- 
nessed the inception of magic and steam-pow- 
ered technology called “mechamagic’’. 

Alas, all good things came to an end and 
their peaceful silence was shattered. In one sin- 
gle moment, a shroud of darkness fell across 
the land. The sun became eclipsed and thou- 
sands of horrible creatures, rumored only to 
exist in fairy tales, came alive. This cataclysm 
and the evil it spew forth was termed the 
“Darkfall” and the creatures it created were 
called “nocturnals”’. Now, a group of these noc- 
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turnals has made their way to Skelton’s Pass 
and disabled the magical shield — the only bar- 
rier which was keeping the nocturnal army 
from invading the Northlands. It will take a 
daring band of adventurers to retake Skelton’s 
Pass and reactivate the shield’s beacons. This 
is where you come in. You must gather togeth- 
er a party of only the strongest and the bravest 
warriors, thiefs, wizards and sorcerers and dive 
deep into valiant battle. 

Well, now that you have a taste of what 
the story’s like, you’re probably wondering 
about the game. Wonder no more! 
Thunderscape is unique in the fact that it’s very 
fast paced and full of action - something you 
normally don’t expect to find in an RPG. The 
majority of the game is played in a first-per- 
son, 3D perspective not unlike Doom, but with 
the ability to look up and down as well. At 
the bottom of the playing screen, there is a row 
of character portraits that represent the current 


characters in your party, as well their health 
status and any ailments that they might incur 
(poison, disease, death, etc). Although you have 
room for six characters in your party at any 
given time, you start the game with only four: 
a fighter, healer, wizard and a thief. Along your 
quest, you will encounter others who will 
request to join your party and It will be up to 
you to decide who stays or goes. 
Thunderscape has a certain balance of 
both hard-core Role Playing and arcade-style 
action. There is everything here for the avid 
Role Playing fan, with a variety of character 
classes, endless lists and charts displaying stats, 
attributes, skills, hit points, magical spells, expe- 
rience points and character levels, as well as 
over 100 different weapons, armor, potions and 
special items. On the other hand, there is also 
plenty of action and first-person exploration 
going on. The levels are HUGE, with both 
inside and outside areas to explore. Utilizing 
the map 1s not only necessary, it’s mandatory 
I found all of the different interfaces in 
Thunderscape very easy to manipulate and con- 
trol. Movement is done with either the num- 
ber pad or the mouse (although the number pad 


seems to be the best option). Fighting is done 
on a take turn basis. When you encounter a 
beast or monster, a row of icons appears at the 
bottom of the screen, which gives you a list of 
options ranging from “attack vital organs” to 
‘cast spell”. Once chosen, you can sit back and 
watch the damage take place. Of course, the 
opposing monsters get their chance to retali- 
ate. 

Although the graphics are a notch above 
average, it’s the music that really puts this game 
over the top. Each level gets its own theme 
song ranging from moody, operatic melodies 
to fast and furious guitar riffs and, in addi- 
tion to the music, there is plenty of digitized 
voice as Well as a multitude of ambient sound 
effects. 

So, what we have here is a great combt- 
nation of two gaming styles that are integrat- 
ed seamlessly with satisfying results. The 
blending of first person action and Role Playing 
makes for a much more exciting, fast-paced 
adventure and Thunderscape offers players 
plenty of it. With lots of content, an involv- 
ing quest and plenty of action, I can easily rec- 
ommend this title to 
anybody = who 
enjoys either of 
these gaming 
platforms. 
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MOVE OVER DUNE II 


LOMMAND AND CONQUER IS SET TO LAUNCH A COUP! by Mark P. Winding 


By now, most everyone with a PC has either 
heard of or played the much hailed Dune II. Well, 
the creators of this masterpiece have put in some 
serious overtime and have developed what, at first 
glance, promises to be one of the best of ‘95. 
Command and Conquer is Virgin's new release in 
the combat/strategy category, a crowded field to 
say the least. One doesn’t have to look very far 
to find a number of quality games in this field. 
Unfortunately, however, it doesn’t take very long 
to stumble over a seemingly endless supply of 
garbage either. Lately, I’ve had quite a bit of less 
than inspiring titles cross my desk, so when 
Command and Conquer arrived, I crossed my fin- 
gers and hoped for the best. 

The first thing you notice about Command 
and Conquer is that it requires two CD’s. I don’t 
know about you, but I started to get a little ner- 
vous. Once the game was loaded and ready to 
go, it took about two nano seconds to figure out 
that this was something special. The full motion 
video and stereo sound that introduces this game 
are spectacular. You are quickly introduced to 
the world you are about to enter which, in my book, 
already makes Command and Conquer a keeper. 
As you probably know by now, I’m not a big fan 


of these convoluted story lines that take weeks 
to digest. To say I was eager to get started would 
be a massive understatement. So why wait, let’s 
move out! 

Command and Conquer is an ultra high tech 
combat strategy game that takes place in the very 
near future. The gamer is immersed in three dis- 
tinct activities; mining, manufacturing, and my 
favorite, total combat. Gameplay is of the top down 
variety in which the gamer controls troop move- 
ment, manufacturing and harvesting activity, and 
an impressive list of military hardware, all used in 
an effort to control and conquer his opponent. The 
player has his choice of either side in the conflict; 
the virtuous Global Defense Initiative, or the das- 
tardly Brotherhood of Nod. 

The storyline goes something like this; the 
evil Brotherhood of Nod has threatened the seren- 
ity of the planet by embarking on an aggressive 
plan to dominate the world economy by control- 
ling the supply of the vital Tiberium plant. Tiberium 
is the single source of wealth and influence avail- 
able to the people of this “new world order”. If 
you re at all familiar with Dune II, you know what 
happens next. The United Nations command 


“Global Defense Initiative” is assigned the task of 
reigning in the rebel Brotherhood by any means 
necessary. Once the mission starts, your task is to 
set up a mobile construction site and build the 
equipment and troops necessary to confront your 
enemy. Again, the similarity to Dune II is very 
apparent. Once you ve built up sufficient forces, 
and have your harvesting equipment up and run- 
ning, the task of seeking out your enemy begins 
(otherwise known as the fun part). Standard mil- 
itary tactics apply here. Each type of troop, along 
with your armored vehicles, and even your air and 
sea assets must be controlled in tandem, otherwise 
the artificial AI of the opposing force will squash 
you like a bug. Overwhelming force is the key, 
along with a sufficient reserve force back at the 
mobile command site to protect you against an 
attack from the rear. Additionally, you must keep 
your harvester working full time to keep your cash 
reserves up in order to buy needed material. This 
is probably the most important aspect of the game. 
As you complete each phase of the battle, you are 
given anew mission with more complex issues to 
deal with. After each mission, a full motion video 
sequence comes to explain your next task. All in 
all, there’s enough to keep even the most experi- 
enced gamer occupied for some time 
a 


: 


After playing Command and Conquer for a 
while, I was absolutely overwhelmed. The audio 
in this game deserves a Grammy. I initially loaded 
this game at around 9:30 in the morning, and 
didn’t stop playing until 5:45 that evening; and | 
didn’t want to stop at that point. The sound tracks 
had a lot to do with that. The casual observer might 
think that this 1s just Dune II with a military wrap- 
per. Nothing could be farther from the truth. 
Although the foundations might be similar, 
Command and Conquer and Dune II are two very 
distinct games. The military aspects of Command 
and Conquer are so realistic, I felt like the President 
had ordered a mandatory recall of reservists. I can’t 
tell you the last time I had this much fun playing 
a video game. While Dune II is certainly a qual- 
ity title, the scope of its imagination 1s some- 
what limited. Command and Conquer offers an 
almost limitless array of possibilities. Everything 
about this game reeks of quality. If I had to com- 
plain about something, it would be the lack of a 
difficulty setting; the first few levels were only 
moderately challenging. That being said, Command 
and Conquer has earned a spot in my permanent 
library! 
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Command and Conquer offers an almost lim- 
itless array of possibilities. Everything about 
this game reeks of quality. If I had to complain 


about something, it would be the lack of a 
dificulty setting; the first few levels were only 
moderately challenging. That being said, 
Command and Conquer has earned a spot in my 
permanent library! 


PC HOCKEY HAS REACHED NEW HEIGHTS... 


WELCOME TO THE NEXT GENERATION! by Eric Winding 


Hold me down! I’m so overwhelmed and 
ecstatic after having played Electronic Arts “NHL 
Hockey *96” that I could burst! Wow - I’m real- 
ly impressed, I wasn’t expecting this kind of dra- 
matic change from EA. We have seen the 
evolution of the NHL series over the years, but 
nothing could have prepared anyone for this level 
of improvement. Look at the size of the players 
— they’re huge! But better still, they scale and 
rotate as well! That’s night, the whole damn hock- 
ey rink, and all the players in it, zoom in and out, 
frontwards and backwards — all over the place. 
This is the hockey equivalent of Interplay’s 
“Virtual Pool”. Actually, “Virtual NHL Hockey 
‘96” would have been a more accurate title for 
this PC/CD ROM title, but I’m glad EA didn’t 
use it - there’s far too many ‘virtual’ things out 
there as it is! 

The changes in NHL ‘96 are so dramatic and 
widespread that it would be simpler to start by 
telling you about the basics and carryovers from 
last year’s version. First of all, every team is rep- 
resented, from their logos to their home ice - even 
the expansion teams are included (by the way, 
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exactly when does expansion turn into satura- 
tion?). It’s still possible to create players, as well 
as trade existing players and purchase players 
from the free agency pool. Most of the players 
that have been traded in the off-season have now 
joined their respective new clubs, but there may 
be one or two players that have slipped through 
the cracks. So, in that case, just trade them or sign 
them yourself — it’s that easy! There’s also the 
highlight reel that lets you save some of your most 
memorable plays (J just knocked Falloon off 
his blades and he did a full length 360!) during 
the course of the season and then watch them all 
at a later date, or any time you wish. The stan- 
dard options are there as well, such as season 
length (you can play last year’s strike-short- 
ened season — ugh), rule selection, and line change 
setups. 

Enough of the old, let’s get to the new stuff, 
ya know, the good stuff! Well, as I said earlier, 
this is anew generation indeed for the NHL series. 
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For those of you with console systems out there, 
it would be the equivalent of going from a Genesis 
to a PlayStation. Yep, THAT big of a difference. 
The game play created from this ‘virtual’ feel is 
remarkable. I got a much greater feel for actu- 
ally ‘being’ on the ice, rather than simply just con- 
trolling an on-screen character in a hockey 
environment. What really makes the game play 
work 1s the six different camera locations to choose 
from, ranging from ‘NHL Cam’ to ‘Pressbox 
Cam’ (or nosebleed cam). Each view offers its 
Own unique perspective and can either aid or hin- 
der your performance, depending on your own 
individual preferences. For me, I like using the 
‘NHL Cam’ for regular use, but I do switch to the 
‘Pressbox Cam’ every once and awhile, specifi- 
cally to watch a play develop. You get a real good 
sense of where all your teammates are when you 
see 1t from way up high! Some of the camera 
angles, like the ‘Head Cam’, are interesting to 
watch for just a little bit, but make it difficult to 
actually be successful, because you can't see 
all your teammates. So, you probably won’t see 
the Jagr on the wing, who’s just waiting for you 
to pass him the puck so he can 

go top shelf! Oh well, 
most of the differ- 
ent cameras 
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Sports! 


Ya know, what is really amazing 1s the fact 
that you actually feel like you’re in an arena. 
From the sights and sounds, to the slapshots and 
fist fights, there is nothing missing from NHL 
‘96. EA Canada has delivered their crowning 
achievement to the gaming public, and we should 
all bow in honor of its greatness. Thank you, EA 
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work well and it will just be a matter of playing 
time (pt, baby!) before you choose the ones that 
work best for you. 

So, the new engine goes vroom, but 
what REALLY makes “NHL *96” scream is the 
fact that EA always gives us sports gamers the 
‘total package’. Electronic Arts never sacrifices 
one area for the benefit of another. This 1s appar- 
ent before the opening face-off even happens, 
because the start of each game is greeted with the 
last few lines of the National Anthem (and the 
home of the braaaaaaave). Boy, talk about setting 
the mood! But wait, there’s more! The announc- 
er dude has it down! You have got to hear him; 
the names are almost all pronounced correctly, 
but that’s not the half of it. What really brings it 
all together is the fact that his voice echoes, just 
like you’re in the rink. They must have recorded 
the announcer in an actual arena, as he sat there 
and read off the names of every player in the NHL. 

And, ya know, what is really amazing 1s the 
fact that you actually feel like you’re in an arena. 
From the sights and sounds, to the slapshots and 
fist fights, there is nothing missing from NHL 
‘06. EA Canada has delivered their crowning 
achievement to the gaming public, and we should 
all bow in honor of its greatness. Thank you, EA 
Sports! 
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EA SPORTS HITS A HOLE IN ONE! 


PGA TOUR ‘96 IS SET TO TURN THE GOLF WORLD ON ITS EAR. by Mark Winding 


Back in May of this year we did a review 
on Electronic Arts title PGA Tour 486. At the 
time, I felt that it was absolutely the best golf 
game on the market. I played that game con- 
tinuously for over two months, and turned a 
number of my friends who had previously been 
luke warm toward golf games into total fanat- 
ics. My only complaints at the time were that, 
if you didn’t have a Pentium machine with a 
quad speed CD-ROM, the game was rather slow 
and clumsy. In addition, you didn’t get the over- 
head (picture in a picture) shots. But, all in 
all, PGA Tour 486 was the best of the best. Well, 
here we are in late 1995 and PGA Tour ‘96 has 
arrived. The first thought that crossed my mind 
was how can you possibly improve this game; 
it was nearly perfect in its previous format. 
However, being a golf junkie, I didn’t mind the 
task of having to play twenty or thirty rounds 
to see what’s new and improved for 1996. 

Those of you familiar with PGA Tour 486 
will recall the basic format of the game, and 
thankfully, that hasn’t changed for ‘96. You still 
have your choice of courses, however, this time 
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only two; Spyglass Hill in Monterey, and the 
TPC at Avenel. You also have the opportunity 
to play as one of 14 different PGA professionals, 
including five new additions, or as an amateur. 
As with the original, you can either play in sin- 
gle rounds, tournament, or a skins match. 
Basically, what EA Sports has done is take a 
very successful format and, believe it or not, 
added some MAJOR enhancements. Can’t wait 
to hear about them you say? Then let’s tee off 
dude! 

First off, lets start with the course changes. 
As I mentioned earlier, the ‘96 version has lim- 
ited the course selection to two. The two they 
have chosen, however, are a couple of the best 
available. First off, Spyglass Hill at Monterey 
is absolutely breathtaking, not to mention one 
of the most challenging courses on the cir- 
cuit. ’m counting on PGA Tour ‘96 to improve 
my game sufficiently to have the guts to actu- 
ally play this course in person. EA left nothing 
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PROFILE 
Career Earnings: $340 136 
POUK Victories: 1 
Ryder Cup: 1933, 1985 
[HE TOUR Championship 1991 
1994: 4 Top Ten Finishes 
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to chance in bringing this gorgeous course to 
your computer screen, including the channel 
marker buoys in the ocean (ball magnet), and 
the fog horn on the second and third holes. The 
second course, the TPC at Avenel, MD, is the 
sight of the Kemper open, and another one of 
the more challenging courses on the circuit 
today. Believe me when I say it’s every bit as 
challenging as Spyglass; blow me off at your 
own peril. My only complaint with the course 
selection is that there’s just not enough of them. 
Now I understand that if we had all the PGA 
courses to choose from, there would be no rea- 
son for a PGA *97, *98, *99 etc; but still, how 
about three or four courses? Well, maybe for 
Christmas! 

As I mentioned earlier, if you didn’t have 
a Pentium machine, PGA Tour 486 was rather 
slow. Fear not, my 486 buddies. I reviewed this 
game on a Gateway 486 DX2 50, and not only 
was it almost seamless, but EA added the fea- 
tures previously only available on a Pentium 
machine. The features I’m talking about of 
course, are the picture in a picture real time 
overhead and reverse angle 
shots. It’s almost sen- 
sory Overload, so 
many things to 
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look at, so little time. In addition to bringing 
the Pentium-only options to the 486, EA also 
added a new “waggle” meter, that allows you 
to manipulate the point where the club will 
hit the ball, and their all new INSTAVIEW, 
which allows you to see any part of the hole 
at any time. Needless to say, EA has done their 
homework on this one! 

[f it seems like there are more golf games 
available today than welfare reform plans, you’ re 
probably right. Every time I turn around, there’s 
another golf simulation; most of them aren’t 
worthy of comparison to an Atari 2600 version. 
Others, however, define, or redefine the genre 
(there’s that word again). When PGA Tour 486 
hit the retail shelves, I was as happy as Homer 
Simpson in the Duff beer brewery. Games like 
that are few and far between. As my brother 
(and only slightly superior golf adversary) men- 
tioned in his review, “the true benchmark for 
design greatness 1s whether or not the product 
convinces you that it has pulled you along into 
its environment’. Well, not only does PGA Tour 
‘96 pull you into its environment, it rips you 
out the other side and has you BEGGING for 
more. I can’t imagine how EA can improve on 
PGA Tour *96 (but I’m willing to learn). 


... ‘the true benchmark for design great- 
ness is whether or not the product convinces 
you that it has pulled you along into its envi- 
ronment’. Well, not only does PGA Tour ‘96 
pull you into its environment, it rips you out 
the other side and has you BEGGING for more. 
I can’t imagine how EA can improve on PGA 
Tour *96(but I’m willing to learn). 
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FIFA ‘96... 


ANOTHER YEAR, ANOTHER SEQUEL... 


Attention soccer fans! EA Sports is look- 
ing to see if your interest in soccer is undying, 
because they are offering “FIFA ‘96” into the 
sports entertainment arena for the fall season. 
They are also hoping that your enthusiasm and 
excitement for the game that got revived during 
the World Cup a few summers back is still strong 
enough to elicit your game playing support, as 
well as your financial support. Let’s take a deep- 
er look into the creation of FIFA ‘96 and what 
attributes may or may not influence your future 
buying patterns. 

First of all, from my standpoint, and at this 
time of the year, I‘ve got to have serious doubts 
regarding Joe Public’s demand for a sequel in a 
soccer title. Football season has hit full stride 
and the NHL and NBA seasons will have begun 
by the time you read this. Take into account the 
COLLEGE football and basketball seasons as 
well, and soccer just doesn‘t have a prayer. OK, 
I can hear y‘all now; “but ‘FIFA’ is a comput- 
er game — what do the real life sports seasons 
have to do with the sale of computer games?” 
Well, Johnnie, as they say, the three greatest 
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by Eric Winding 
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axioms of retail are |) timing, 2) timing, and 
3) timing (gee Dr. Crane, that‘s only one axiom). 
During the Christmas rush, many fantastic titles 
get overlooked due to the onslaught of releas- 
es. There are just too many games for the con- 
sumer to choose from. Now, take the casual 
sports gamer/gift giver and I‘d be willing to 
wager that they will be more likely to opt for a 
football, basketball, hockey, or even a base- 
ball title before heading towards the soccer dis- 
play. Now, this is “strictly theory, Normie” (two 
Cheers references in one paragraph!) but, again, 
I‘d be willing to bet that it‘s pretty darned close 
to real life purchasing practices. Heck, if I'm 
not 100% correct, I‘Il play “Rugby’’during my 
free-time for the rest of the year! 

OK, now that we have determined that any 
soccer title is an unlikely candidate for ‘clean- 
ing up’ during the holidays, we should take a 
look at how FIFA ‘96 measures up against its 
predecessor, FIFA International Soccer. I guess 
it could be summed up in this fashion — Genesis 
version vs 3DO version. That’s right, the orig- 
inal PC version of FIFA was basically the twin 
to the Sega version, and now ‘96 has taken on 
the 3DO personality, with all of the different 
camera angles and high-res pictures. EA Sports 
has made one whale of a beautiful game here in 
SVGA mode, that leaves the original looking 
a lot older than the year that separates them. Of 
course, FIFA *96 can be played in low-res mode, 
but that would be akin to using the keyboard 
in lieu of the gamepad. The design team has 
specifically designed the program to incorpo- 
rate the usage of the four button controller from 
Gravis — way to go! Now you don‘t have to 
worry about losing half of the options in the PC 
version that gamers on other systems have been 
able to enjoy. Unfortunately, the passing and 
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dribbling just don‘t make the grade for this foot- 
baller. EA learned this on the Sega, and made 
that sequel to FIFA outstanding but, alas, the PC 
world will not be as fortunate. Another new wrin- 
kle for ‘96 is the play-by-play announcer. This 
guy is superb! Complete with thick English 
accent, the announcer cues into just about every 
facet of the game. From headers to slide tack- 
les, to blasts off the pipes, he 1s on top of all 
the action! For those of you readers that notice 
my almost monthly mention of Toby Charles, 
you will recall that he 1s the legendary announc- 
er for the “Soccer Made in Germany” TV pro- 
gram that may or may not be on your local cable 
channels. Well, suffice it to say that FIFA *96 
has incorporated most of the charm and linguistic 
character of this most celebrated announcer (and 
probably didn‘t know it) to add a distinct real- 
ism to FIFA ‘96. I mentioned earlier the addi- 
tion of the six different camera angles from which 
to play the game. Ranging from telecam to shoul- 


der cam, to stadium cam, you can optimize your 


performance and enjoyment of FIFA ‘96 by 
selecting the angle which best suits your style. 
Also included in the CD are 

all the options and 

filler choices that 

Sports gamers 
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have come to expect. You probably already know 
what they are, so I won't insult your intelligence 
by listing them. 

Every thing being equal, FIFA *96 1s a fine 
simulation of the game I enjoyed playing asa 
young athlete. However, all things are not equal 
and the lackluster control and the ball move- 
ment really detracts from all the great and new 
Innovations offered on this PC version. To sum 
it up, 1f you do not own the original and really 
want a soccer title during the holidays, then check 
out FIFA ‘96. Otherwise, you may want to pass 
on this title and check out “NHL ‘96” instead. 


...all things are not equal and the lackluster 
control and the ball movement really detracts 


from all the great new innovations offered on 


this PC version. To sum it up, if you do not own 
the original and really want a soccer title dur- 
ing the holidays, then check out FIFA ‘96. 
Otherwise, you may want to pass on this title 
and check out “NHL ‘96” instead. 
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SKINS Game 


What’s going on around here anyway? 
Who’s idea was it to lay ‘The Skins Game at 
Bighorn’ on my desk? Heads will roll if I find 
the culprit. Ya know, sometimes you can’t have 
everything I guess. Take me for example. This 
month [| got the pleasure of reviewing a cou- 
ple of potent sports titles in NHL ‘96 and Fifa 
‘96, not to mention the fantastic Wolfenstein 
3D for the 3DO. So, to balance out all the win- 
ners, somebody lays a frisbee on my desk. Fair 
enough; I’m a team player, I can hang! But 
it won't be pretty, I can assure you. 

Take a look around, what do you see? The 
first thing that comes to my mind is the short 
little squatty guy with the big head and flat 
face. Where’d they get this guy and why is he 
the poster boy? If I’ve got to play 18 holes 
of this strife, Id at least better feel a little bet- 
ter about my on screen persona than to feel 
like the long lost cousin of Billy Barty. Look 
at the tee and the fairway, aren’t they pretty? 
Now, try and see if you can tell where the cup 
is? Any idea...any? Times up - Id tell you if 
I knew, but without looking at the overhead 
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CONSIDER YOURSELF FLEECED... 
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view, you would never know. This is called 
a lack of perception. Hit the ball and get down 
on your knees and pray — that’s about the best 
you could hope for. Of course, you’ ll have a 
lot of time for praying because the delays 
between EVERYTHING involved add up to 
a very long time. Here is a typical sequence 
of events at Bighorn; Select the next hole (press 
‘ok’) and wait 10 seconds for the tee box to 
appear — you will be looking at a blank screen 
while you wait, with the annoying little hour- 
glass hovering around. Now wait five seconds 
(sense a theme here?) for Billy to appear — 
more hourglass. Wait six seconds for your cad- 
die to give advice. Wait another five seconds 
while the power meter comes up (yes, more 
hourglass). Now, I’ve just spent twenty-five 
seconds hanging around waiting to hit my tee 
shot, it better be worth it. Guess what, it’s not! 
Point and click your way through the stroke, 
standard fare, and then watch as your ball sails 
out towards ... who knows. Of course there’s 
a little wait while the computer thinks about 
starting to swing the club, and then a little more 
waiting before Billy starts his back swing. 
Now, your ball just doesn’t take off like it was 
whacked with a Great Big Bertha, no sir, it just 
sort of ‘lifts’ off like a helium balloon let go 
by a five year old at the county fair. Up, up 
and away in my beautiful — oops, sorry, got 
a little carried away there. Of course, the five 
year old is crying bloody murder over the loss 
of his new treasure, but you’ll be crying a dif- 
ferent sort of tune, like “just shoot me now”. 
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All of this waiting around, and I’ve installed 
the game completely to the hard drive. The 
instructions say it takes less time to play the 
game if you do a complete installation. Man, 
I’m not even going to attempt playing this 
game with a partial set up — I’ve got other things 
I want to accomplish in my lifetime. 

Ok, so by now you’re thinking that maybe 
there are some parts of the ‘Skins Game at 
Bighorn’ that I do not care for. Well, you would 
be partially correct. There is nothing in this 
game that would make me consider booting it 
up again. Did I mention the fact that if you are 
playing the skins game (you can also play a 
regular round of 18) using two (or three or 
four) players of the same gender, you both look 
alike? That’s right, there’s apparently only one 
Billy, so be sure to pay attention for that brief 
second (finally) when the player to go next 
is ready. “Player 2’ only flashes for a second, 
so if you miss it, c’est la vie, baby! You know, 
I’m just sitting here thinking, “what would it 
take to change Billy’s shirt color?’. That’s all, 
a simple little color change (you only need 
four colors, right?) and the 
problem would be 
solved. Anyway, 
there’s bigger 


fish to fry, like the fly-over that is viewed from 
the 2” x 3” window. What’s this? Besides being 
oh so small, the picture is severely grainy - I 
wouldn’t have known if it was a fly-over of 
the 5th hole or of the moon! Nice idea, poor 
execution. Speaking of poor execution, how 
about that putting game, huh? If you’ve got 
a putt over twenty feet, you'll be treated to a 
screen refresh and another cameo from the 
hourglass. Please! Of course, if you’re lucky 
enough to sink the putt, you won’t really know 
it for awhile because the ball just sort of dis- 
appears, then a couple of seconds later you 
hear it drop into the cup, and a couple of more 
seconds later the crowd cheers. Talk about a 
delayed reaction. 

Wow. I’m beginning to appreciate Core’s 
Virtual Golf a whole lot more than I did last 
month. And EA’s PGA series is looking even 
more amazing. I guess some good did come 
out of playing this stinker — I appreciate the 
competition even more! If you’re looking 
for a golf simulation and the only one on the 
shelf is ‘The Skins Game at Bighorn’, quick- 
ly leave the store and go buy yourself some 
helium balloons and the Fifth Dimensions’ 
Greatest Hits. You'll have a much better time. 


I guess some good did come out of play- 
ing this stinker — I appreciate the compe- 


tition even more! If you’re looking for a golf 
simulation and the only one on the shelf is 
‘The Skins Game at Bighorn’, quickly leave 
the store and go buy yourself some helium 
balloons and the Fifth Dimensions’ Greatest 
Hits. You'll have a much better time. 


How can you go wrong with Disney? 
Especially Winnie the Pooh! This tubby 
little cubby, all stuffed with fluff, can bring 
the same warmth and love right into your 
home, just as you had experienced as a 
child. Everyone, from the Hundred Acre 
Wood, is back in this animated classic 
to accompany Winnie the Pooh. There’s 
Christopher Robin, Piglet, Owl, Rabbit, 
Tigger, Kanga and Roo, and they are ready 
to take your child out on a great adven- 
ture, full of sing along songs, skill build- 
ing games and action packed clickables, 
that will keep them entertained for hours. 
Disney Interactive has released “‘Disney’s 


Pooh humied to his 
frend Christopher / 
Robin to borrow a | 
halloon so he could 
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Animated Storybook: Winnie the Pooh 
and the Honey Tree”, which introduces 
your children to a whole new dimension 
of interaction among Winnie the Pooh and 
his closest friends. And, can we all guess 
what this story may be about? Well you 
guessed it: A.A. Milne’s old classic, 
Winnie the Pooh’s search for his most 
favorite thing in the whole world, “honey”; 
only now your children will have the 
opportunity to read along, sing along, and 
play along, with Winnie and all his friends. 
This animated storybook will inspire and 
encourage your children to want to read 
and comprehend the meaning of this story, 
while learning basic PC system skills. 
This creative CD-ROM is designed for 
children ages 3-8 years old and is every 
bit as effective at age eight as it is at age 
three. I now encourage you to enter into 
Winnie the Pooh’s neighborhood in the 
Hundred Acre wood and join the adven- 
ture. 

Children are invited to actively join 
Winnie the Pooh, in this humorous adven- 
ture, as he heads out on a quest to find his 
morning breakfast (honey) and, in the 
process, finds himself stuck in his pal’s 
front door or, in this case, a rabbit’s 
hole...and needs all the help he can get. 
Fortunately, for him, his wonderful group 
of friends spring into action to relieve 
Pooh of his awkward situation and, at the 
same time, keep him entertained. Children 
will want to read and learn more about 
Pooh’s situation, as they become more 
familiar with Piglet, their guide through- 
out the story. Piglet will guide your chil- 
dren through the many options that are 
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Pooh still hadn't had his breakfast, but he 
knew that his frend Rabbit always had something sweet to eat. 
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available to them. He will direct them to 


a map that will provide several differ- 
ent options to choose from. They can read 
and play the animated story by clicking 
onto “ Once upon a time”; they can high- 
light various words on an individual page 
called the “ABC” book; they can pick 
their favorite page and play the corre- 
sponding game or sing along with that 
particular song, and they are free to exit 
the game at any time. Some of the games 
that can be played include: identifying 
certain objects, shapes and colors, using 
hand-eye coordination to help Roo catch 
butterflies and to help Pooh search for his 
honey pot; and they even learn to clean- 
up after Pooh’s irresponsible mess, teach- 
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And sweet Kanga made certain that the outside 
end of Pooh was comfortable at night. 


Here is Winnie the Pooh 
in the Hundred Acre Wood 
where he lives happily with 
all of his friends 
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ing them to respect other people's pos- 
sessions. They are able to do all this by 
simply knowing, or by learning, how to 
use the mouse. There are five classic 
Winnie the Pooh songs available through- 
out the story, beginning with the most 
famous and most popular song, “Winnie 
the Pooh” plus “Up, Down and Touch the 
Ground’, “Rumbly in my Tumbly”’, and 
others, in which they can sing along with 
Pooh by reading the lyrics to the song. 
Not only are your children able to enjoy 
the delightful music and games, they can 
also experience the wonderful graphics 
and animation that Disney does best! 
Disney’s chubby old, honey loving, 
bear will make reading thoroughly enjoy- 
able for your children. This beautifully 
animated classic continues to remain pop- 
ular and capture the magical essence of 
the characters that live in the Hundred 
Acre Wood. As your children begin their 
learning experience of either reading or 
using the computer for the first time, they 
will love to follow along in the storybook, 
play fun games, sing songs and enjoy the 
warmth of friendship. Winnie is a win- 
ner and a must-buy for parents 
and children who con- 
tinue to grow-up with 
this wonderful story. 
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Pooh chased the 
buzzing sort of bee 
until they arrived 
ata very large tree. 
Climbing carefully, 

Pooh soon discovered 

a great many bees 

<>, buzzing around 


a beehive 


Disney’s chubby old, honey loving bear will 
make reading thoroughly enjoyable for your 
children. This beautifully animated classic con- 
tinues to remain popular and capture the mag- 


ical essence of the characters that live in the 
Hundred Acre Wood... Winnie is a winner, and 
a must-buy for parents and children who con- 
tinue to grow-up with this wonderful story. 


A large rose tree stood near the 
entrance of the garden. The roseson # 
were whute, but there were three 
gardeners busily painting them red. 

Albee thought this a very curmus thing, 
and she went nearer to watch them. She 
heard one of them sav: ‘Look out new, 
Five! Don’t go splashing paint over me!” 

“‘Leouldn': help 2.” saad Five, ma sulky 
tone. ‘Seven jogged my elbow.’ 

Seven looked up and said: ‘That's 
right, Five! Always lay the blame on 
others!” 


The Queen's Cro 


“You @ better not talk! sand Five. ‘! 
heard the Queen say only yesterday vou 
deserved to be beheaded.’ 

“What for!’ saad the one who had 
spoken first. 

‘That's nene of your buaness, Two!’ 
saxd Seven. 

‘Yes, it zs his busmese! saxd Five. ‘And 
Vii tell him - 2 was for banging the cook 
tuhp-bulbs instead of onsons.’ 

Seven fhing down his brush. Then his 
eye fell on Alice, The others locked 
round aleo, and all of them bowed low. 

“Would you tell me, please, why you 
are painting those roses?’ asked Alice. 

Two said, in alow vore: “Well you 
gee, Miss, thas shoukd have been a red 
rose tree, and we put a white one m by 
mistake. If the Queen was to find out we 
would all have our heads cut off.’ 

At this moment Five, called out: “The 
Queen! The Queen!’ 


The door led right into a large kixchen, 
which was full of smoke from one end to 
the other. The Duchess was sittmg on a 
three legged stool! in the madd le, nursing 


a baby. 


The cook was leaning over the fire, 
stirring @ large cauldron which seemed to 


be full of soup. 


‘There's certaimly too much pepper m 
that sowp!’ Alee saad. She had to try and 
stop sneering herse if . 

There was certamly toe much pepper 


in the au. 


man rete 
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Even the Duchess sneered from time 
to time. As for the baby, i was meerimg 
and howlng without a moment's pause. 

There was a large cat lying on the 
hearth and grimnimg from ear to ear. 

‘Please would you tell me,’ said Alice, 
tumidly,*why your cat grins like thar?’ 

‘It's a Cheshire-Cat,’ said the Duchess, 
‘and that’s why.’ 

Saad Ablce: ‘I dadn’t know Cheshire 
Cats always grimned. 

“In fact, I dadn't know that cats could 


grim.’ 


‘They allcan,’ sand the Duchess, ‘and 
most of ‘em do.’ 

Then the cook set to work. She started 
throwing everything she could find at the 
Duchess and the baby. 

The fire irons came first, followed by a 
shower of saucepans, plates, and dishes. 

The Duchess took ro notice of them, 
even when they hit hef? 

And the baby pust howled and howled. 

‘Oh, please mind what you’ re doing!’ 
cned Alice, pumping up and down. 


STEP THROUGH THE LOOKING GLASS 


INTO A INTERACTIVE MULTI-MEDA WONDERLAND. by Jennifer Scherpenborg 


As we all know, getting your chil- 
dren to read some of the most popular 
classic storybooks can be a great learn- 
ing experience or it can be a frustrat- 
ing process. But, thanks to the PC 
systems of today, children can look for- 
ward to learning many of these treasured 
classics, while being constantly enter- 
tained on CD-ROM. Animated story- 
books are a hot item in today’s 
multimedia, edutainment, development 
environment and have become a valu- 
able commodity for your children’s edu- 
cation. As consumers continue to realize 


the importance of personal computers 
in their child’s education, they will soon 
know what a benefit it is to be able to 
watch, listen to and follow along with, 
animated storybooks. U.S. Gold has just 
released their first animated storybook, 
‘“Alice’s Adventures in Wonderland”’. 
This will be followed by a new series 
called Imagination Classics. These clas- 
sics are designed for young readers ages 
8 and up, to allow them to become more 
interested in children’s literature, enable 
them to gain a better understanding of 
the importance of reading and/or to 
encourage them to become more inter- 
ested in wanting to read and learn about 
the process behind the success of these 
classics. U.S. Gold has developed these 
classics in conjunction with the latest 
multimedia technology, which permits 
them to be as accurate and graphically 
colorful as possible. 

Alice’s Adventures in Wonderland 
is based on Lewis Carroll’s original and 
most popular tale of Alice, the Mad 
Hatter and his Tea Party, and the 
Cheshire Cat, all of which are memo- 
rable characters in this story — not to 
mention several other enchanting char- 
acters that are brought to life and are a 
great addition to the originality of 
Carroll’s imaginative story. Many of the 
main characters are played out by pro- 
fessional actors. In some pages, Alice 
and other characters act out narrated 
scenes, in order to add more excitement 
and entertainment to the reading process. 
These illustrated characters and scenery 
have not lost their original founding 


All the could see, when she boked 
down, was a long neck, which seemed to 
rise Like a stalk our of a cea of green 
leaves that lay far below her. 

After awhile she remembered that the 
still held the pieces of mushroom im her 
hands. She set to work very carefully, herself, as usual. 
nibb ling first at one and then atthe ‘Come, there's half my plan done now! 
ather, How purzling all these changes are! I'm 
never cure what I'm gomg to be, from 
one minute to another! 

‘However, I've got back to my right 
sae. The next thing ts, to get mto that 
besunfil garden. How is that to be dane, 
I wonder?’ 

As she sad this, she saw far away a 
ttle house about four feet hagh. 

“Whoever hves there,’ thought Alice, 
‘n'Wgever de to come upon them this 
sxe. Why, i should frighten them out of 
the wie!" 

So she began nub hing at the right-hand 
bit again, and dat net venture to go near 
the hewuee till dhe had brought herself 
down to nine inches high. 


Finally she succeeded 2 bringing 
herse¥ down to her usual height. 

It was 80 long since she had been 
anything near the right size that at fel 
qure strange at first. Burt the gor used to 
mt mafew minutes and began talking to 
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Who Stole 
the Tarts? 


When Abce arrwed at the 
Const. the Kang and Queen of 

[| Hearts sere seated on thes 
throne. The Knave was standing 
before them, m chans. 

Near the King was the Whee 

Rabbz, with atrumpet m one 
hand and a xroll of parchmer 


Abce quze hungry to boi «at 


! anish they'd ge the tr! 
done,’ tre though, ‘and hand 
round the refreshments 

Alice had never been ma 
court of poste before, but che 

= had read about them in books 
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father. U.S. Gold has continued to use 
Sir John Tenniel’s wonderful illustra- 
tions from the 1865 edition of Alice and 
have made a dedicated effort to create 
the most authentic looking, classic lit- 
erature, animated storybook possible. 
Alice’s Adventures in Wonderland 
begins with a map of several locations 
from which to choose. It would be ideal 
if your child began at the beginning of 
the story and proceeded to the end; how- 
ever, they do have the option of enter- 
ing at any point in the story, as they so 
choose. As they begin, they will hear an 
animated narrator they can follow, while 
reading the highlighted words that 
appear as they are being read. By using 
the mouse, they can click onto the next 
page or previous page, depending on 
which choice they make. The pages con- 
tain illustrated scenes and characters 
that will move in accordance with the 
story. Occasionally, your child can click 
on objects that may or may not move or 
act, but this allows them freedom to 
explore each individual page. On some 
pages, Alice can be seen having full con- 
versations with the Mad Hatter at a tea 
party or with other different roaming 
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beginning 
and go onto 


ry y 
A Mad Tea-Party 
There was 4 table set out unde: atree m She sat down ma lar 

front of the house. The March Hare and end of the: 

the Hatter were having tea. A Dor mouse 

was smtmg between them, fast asleep 

The table was a large one, but the three Alxe beoked all round the tab! 


were allcrowded together a one corne: there was nothing on 2 but tea. ‘] don’: 


see any wine, she remarked 


"Tt can"? anv sad eiue AA avek Sie 
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characters. As they read throughout the attri ag 


Hatter, turning to Abe. He had taken 


story, they can encounter a few chal- indignacely EEA SE ERAS Bais ae 
~ od ~~ 2 PEL ’ ooking a z ennate ddvveteities r every 
lenging and puzzle-filled games to Rey ee , now and then, and hold ing # to his ea! 
: .vy : N Alxe considered 4 imtle, and then said 


uncover. An added addition to this sto- 
rybook, is the brief historical back- 
ground given about the author and the 
illustrator, which offers a nice insight 
to the original story. Alice has many 
quaint and unique aspects about it, 
although I believe it is designed for a 
more advanced young reader who has 
a natural interest in reading, or who 
could be persuaded with a little help 
of animation, and wants to learn about 
a story such as this one. 

If you are a parent, searching for 
an animated storybook for your child, 
take a look into the possibilities of 
Alice’s Adventures in Wonderland. The 
software allows your child to follow 
along in a more complex and challeng- 
ing storybook, that will keep them enter- 
tained but will not do all the work for 
them. They will still need to read and 
comprehend the story, but the strengths 
of the multimedia story will add more 
depth and dimension to their experience, 
and they may become more 
interested in learning 
and, above all, read- 
ing. 


ned the Hatter.) 


Oneness 


" 
ca Pao ars 


The software allows your child to follow along 
in a more complex and challenging storybook 
that will keep them entertained but will not do all 
the work for them. They will still need to read and 
comprehend the story, but the strengths of the mul- 
timedia story will add more depth and dimension 
to their experience, and they may become more 
interested in learning and, above all, reading. 
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HARDBALL 5 


PC/CD-ROM * OCTOBER * ACCOLADE 


As Hardball begot Hardball 2, and Hardball 3 begot 
Hardball 4, so shall Hardball 4 beget “Hardball 5”, 
Accolade’s newest baseball simulation for PC/CD-ROM. 
According to the marketing types at Accolade, Hardball 
5 will feature a new, closer-to-the-plate camera view, in 
the pitcher-batter confrontation, that puts the player clos- 
er to the action. In addition, the game will feature: over 
50 new statistical categories, tracked by, lifetime, historic, 
seasonal, weekly, monthly, post-season and home and 
away; ten increasingly competitive skill levels including 
new arcade and full simulation modes; an improved “sixth 
generation” game model, resulting in a wide variety of 
true-to-life plays; a new forty-man roster (1120 players 
total), plus active and disabled lists, minors, drafting and 
trading; 12 of the all-time legendary teams from baseball 
in a special “Legends” league, complete with photos and 
Al Michaels calling their names. And, if that was not 
enough, there are 12 accurately rendered old-time sta- 
diums in addition to the regular 28 stadiums, the 1995 
MLBA players, a head-to-head home run derby, more 
digitized fielder animations, and all-digitized music mixed 
in a 32-track studio. Hardball 5 is set for release right 
around World Series time. Look for a review of the prod- 
uct in our December issue. 
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You ve got the need for speed and we won't hold you back. A/ Unser, Jr. Arcade 
Racing is fast to learn and fast to play. Forget the frustration of picky little power train and 
suspension adjustments, just jump in, buckle up and punch it -just like the arcade 
racing games. 

Available for Macintosh and new Windows ‘95, where you'll experience lightning-fast 
gameplay. A/ Unser, Jr. Arcade Racing will leave all other racing games in your rearview mirror. 
So strap yourself in and get ready for the ride of your life! 


HL WISER JR. ARCADE RACING 


Sponsored by Delco Electronics. 


Ww ‘ i “us 
Pe Tarr ON Y Tips © 1995 Mindscape, Inc. Al Unser, Jr. Arcade Racing is a trademark of Mindscape, Inc. MINDSCAPE’ 
LUO AU Z| scape, In. Al Ur trademark of Mindscape, | 
Ut d | aL 2 cil it d | l al. Al Unser, Jr. is a trademark of AUJ Motorsports Inc. Mindscape is a registered trade- Mindscape, Inc. 
To Order A/ Unser, Jr. Arcade Racing, call 1-800-778-2299, mark and its logo is a trademark of Mindscape, Inc. All other products are properties of 60 Leveroni Court 


or visit your local retailer their respective holders. All rights reserved. Novato, CA 94949 
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PC/CD-ROM* OCTOBER ¢ SONY 
Sony will expand its sports lineup for PC/CD- 
ROM when they release “NBA Airborne *95” 
near the end of October. According to our sources 
at Sony, NBA Airborne °95 will be a fast-paced, 
two-on-two game of hoops. Full-motion video 
clips and scouting reports of all players will pro- 
vide for in-depth player ratings and statistics. 
Players will be able to choose from 81 NBA play- 
ers from all 27 teams. In addition, players can be 
mixed and matched to build the ultimate team. 
All the action is integrated into a backdrop of 
“ultra-real” sounds, including crowd noises, ref- 
eree noises and sneaker squeaks. The game can 
be played either competitively or cooperative- 
ly, and the presentation will be driven by intense, 
arcade quality graphics. The early glimpse that 
we were given looked promising. NBA Airborne 
‘95, however, will compete directly with 
Acclaim’s “NBA Jam: Tournament Edition’, 
as both will be released at approximately the same 
time. How will Airborne fare against the king of 
the four-man court? For the answer to that, and 
many other questions, my son, turn to the pages 
of a future issue of Dimension-3. 
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The first ever Mac CD golf 
game to deliver it all. And if you 
can't sink the pressure putts, 


you I] never cut it on the TOUR. 


Our nine TOUR pros 
do more than simply show 
their faces. Their swings 
are digitized into the game. 
Challenge the pros or be 
one of them as you drive it 


down the fairway in style. 
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The ‘Target Arc™ System lets you 
visualize your shot and control 
ball spin before you swing. We 
left figuring out the wind and 

° ’ 
terrain up to you. Don't worry, 


it's only the PGA TOUR. 


The good news ts: 


you're playing on the PGA TOUR. 


aR 


The bad newe ts: 


you're playing on the PGA TOUR. 


PGA TOUR pros armed with their own, distinctive swings. Three 
distinguished TPC courses. TV-style presentation with multiple camera 
angles, video and digitized speech. Tournament play against 56 real 


pros. Big money earnings. So pop in the CD and rip one onto the green. 
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TPC at Sawgrass. TPC at 
Summerlin. TPC at River 
Highlands. Reproduced from the 
actual blueprints. So if there's 
water on the [7th on the real 
course, you'll see it in the 


game. Not that you'll want to. 
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PGA TOUR 


The TOUR now 
on MAC. CD. 


SPORTS 


It’s in the game.™ 


Thanks to multiple camera angles 
and fast redraw rate, the only 
thing smoother than your stroke 


is the view of your shot. 


EA Sports, the EA Sports logo, “It’s in the game.” and Target Arc are trademarks of Electronic Arts. PGA TOUR, the TOUR logo, the Tournament Players Club and TPC are registered trademarks of the PGA TOUR , Inc. and used by permission. Tee it up. 


HYPERBLADE 


— WIN 'S5¢JdAN 'SReACTIVISION | 
One of the cooler “VR-style” sports titles we’ ve 
seen recently is Activision’s “HyperBlade”’. 
HyperBlade will be the first in a series of real- 
time, multi-player “cybersport’ titles that will be 
produced by Activision exclusively for Windows 
‘95. Designed to take advantage of the new oper- 
ating system, HyperBlade combines the hard-hit- 
ting, quick-paced action of such games like hockey, 
soccer, lacrosse, inline skating and Extreme sports 
with a futuristic, immersive atmosphere. Players 
will compete in a virtual 3D arena, where the 
object is to score goals against their opponent at 
ee any cost. This title offers a variety of play options 

1 including: league play, tournaments and pick- 
up games, as well as head-to-head competition 
via modem or multiplayer network support. All 
of the character animation in the game is done 
with motion-capture technology, with the end 
result delivering ultra-smooth, realistic anima- 
tion. HyperBlade is being developed with VR 
in mind and should support most of the VR head- 
sets available this fall. You can expect to see 
HyberBlade reach retail shelves sometime in the 
first quarter of “96 and, of course, we will have a 
complete review as soon as it becomes available. 
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PC/CD-ROM * OCTOBER ¢ SIR-TECH 
Sir-Tech, best known for “Jagged Alliance” 
and “The Realms of Arkania” series looks to 
have another “A’’-title on their hands. Sir-Tech’s 
big offering for the holiday season to the world 
of PC/CD-ROM entertainment is “Druid: 
Daemons of the Mind”. This involving 
Action/Role Playing title features over 100 
locations, fully orchestrated music and sound 
effects, a detailed object inventory and a num- 
ber of magical spells. In Druid, you assume the 
rule of Kian, a human who was taken from his 
own world to that of the Druids (or as a yet 
unnamed female character), to help find their 
missing brother. You will be able to desig- 
nate your character’s strengths to enhance your 
basic ability with the War Axe. Druid is entire- 
ly mouse driven and uses a basic point-and- 
click approach to game play. This is one 
Action/RPG where the emphasis is on 
ACTION. Druid will be available at retail 
October Ist. Expect to see a full review of this 
exciting title in the December issue of 
Dimension-3. 
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File Settings Help 
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C-64 15 PACK 


WIN '95°DECEMBER * ACTIVISION 
Activision continues the retro-gaming trend with 
its new title: the “C-64 15 Pack”. Now gamers 
can enjoy and experience Activision’s popular 
Commodore 64 games of the past in their C-64 
compilation. This compilation features a total 
of 15 classic titles, originally released for the 
Commodore 64 and now re-released for play on 
your PC with Windows *95. The Commodore 64 
originally had the largest installed user base of 
any home computer in the early eighties and brings 
back fond memories for all of us here at the offices 
of D-3. Some of the titles included in the col- 
lection will be: “Hacker”; one of Activision’s all- 
time classics in which you had to actually hack 
out the password just to get into the game, “Little 
Computer People Project’; a very unique title 
where you take on the task of keeping a little 
computer dude and his dog happy in healthy in 
their house and home, or risk the consequences, 
“Decathlon”; yes, the original Olympic titles that 
had you slam, slam, slammin’ those Keys in a lit- 
tle healthy sporting competition, “Web Dimension” 
and “Beam Rider”; two arcade-style classics, and 
ten others yet to be named. The C-64 15 Pack will 
be available right around Christmas time. 
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WIN '9F5eNOVEMBER ACTIVISION 


Activision continues to bank on all of us melancholy 
old-timer gamers out there with their successful line 
of “Atari 2600 Action Packs”. The third installment in 
this four-volume series is shipping now and features a 
dozen classic hit titles - including not only their own 
licensed games, but a few of the first original Atari arti- 
facts and some obscure, lesser known titles as well. Some 
of the games you can expect to see from this third addi- 
tion are: “Double Dragon” (yes, this the original side- 
scroll fighter ...er, well sort of); “Private Eye’, where 
you must join Private Eye Touche’ in a zany search 
for master crook Henri Le Fiend and his sinister gang 
of thieves; “Space War”, in which players must navi- 
gate their starship throughout the galaxy, blasting oppo- 
nents while connecting with their space module before 
being destroyed; and “Combat”, the original classic, 
where it’s you against your opponent — head-to-head — 
in all-out military warfare. Other titles featured in Action 
Pack 3 include: “Breakout”, “Star Master’, “Canyon 
Bomber’, “Checkers”, “Night Driver’, “Pressure 
Cooker”, “Title Match: Pro Wrestling” and “Yar’s 
Revenge’. Action Pack 3 is being produced initially for 
the Windows *95 operating system with, most likely, the 
Macintosh version to follow soon after. We should have 
a complete review in next month’s issue of D-3. 
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THE DIG 


PC/CD-ROM * NOVEMBER » LUCASARTS 
You are a shuttle astronaut stranded on a deso- 
late alien planet, hundreds of light years from 
Earth. You have no idea how you got there, all 
communications with your ship have been cut 
off and your crew is beginning to question your 
ability to command. Why are you there? How 
will you get home? And what are those strange 
apparitions trying to tell you? So many questions, 
and it’s up to you to uncover these mysteries and 
get back home in LucasArts’ next great adven- 
ture, “The Dig”. LucasArts continually gathers 
together the best and biggest names around and 
the Dig is no exception. Backed by incredible 
name-talents like Steven Spielberg and award- 
winning science fiction writer, Orson Scott Card, 
as well as an amazing special effects team from 
Industrial Light and Magic, the Dig promises 
to be one of the most dramatic stories ever told 
on CD-ROM. As you can probably tell, the Dig 
will offer an intricate and immersive plot, a mul- 
titude of special effects and techniques that include 
morphing, lens flares, prism effects and warping 
star fields, and first-class acting - all the ingre- 
dients for a mega-hit. The Dig should be avail- 
able sometime in November. 


Game Runner!works with Doom, Doom II and 
hundreds of other games to let you move faster, 
react quicker and, yes, occasionally cheat. 
Call 800-354-3222 or your dealer for details. 


©1995 Quarterdeck Corporation, 150 Pico Boulevard, Santa Monica, CA 90405, http://www.qdeck.com/. All rights reserved. Quarterdeck is a 
registered trademark and Game Runner! is a trademark of Quarterdeck Corporation. All other trademarks are properties of their respective owners. 
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BIG RED RACING 


PC/CD-ROM «NOVEMBER * DOMARK 
“Big Red Racing” is Domark Software’s newest 


addition to their growing line of multi-player 
PC entertainment titles. In addition to “Tank 
Commander” and “Confirmed Kill’, this forth- 
coming release promises to secure Domark’s 
position at the top of the multi-player gam- 
ing arena. Big Red Racing is a fast-paced, 
break-neck, 3D polygonal arcade-style racer 
that logically takes the engine used in Tank 
Commander one step further. In addition to the 
network play, this title features a split-screen, 
two player option with 12 different vehicles to 
choose from, including; Jeeps, tanks, hover 
crafts, police cars, and snow mobiles, There 
are a total of 15 different accessible tracks that 
range from snow storms to science fiction envi- 
ronments; each one packed with nerve-shat- 
tering jumps, bridges, buildings, and nasty 
mid-air collisions. Big Red was developed with 
a true 3D graphics engine that allows the play- 
er to view the action from any possible angle, 
thus giving the racer full immersion into the 
game. As far as multi-player support, Big Red 
Racing allows up to six players via an IPX net- 
work link and two players via modem play. An 
interesting side note is that Big Red Racing 
is being optimized to make the most out of sev- 
eral of the VR headsets that are currently 
becoming available. Keep your eye out for this 


one, it looks like Domark has a very strong title 
on their hands! 
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INDYCAR I] 


“PC/MAC CD-ROM «NOVEMBER e PAPYRUS 
Papyrus, creator of “Nascar”, is preparing to 
release “IndyCar Racing II” for PC/CD ROM, 
Windows ‘95 and Power Macintosh (the screen 
shots shown here are from the Power Mac ver- 
sion at 640 x 480 dpi) in time for this Christmas 
season and, if all goes well, they should have the 
product on store shelves during the week of 
November 13th. The DOS and Windows *95 ver- 
sions will be included on one CD. 

IndyCar II is a graphically and audibly enchanced 
version of the popular “IndyCar Racing”. 
Improvements include: a 640 x 480 mode; for 
crisper graphics andmore realistic collisions; 
where parts actually fly off the car and body pan- 
els become dented, improved artificial intelli- 
gence; computer-controlled cars that are smarter 
than those the original IndyCar; digital sound, 
arcade driving; allowing for views outside of the 
cockpit, and more. 

There will be fifteen officially licensed tracks in 
IndyCar II, all recreated accurately as of the 1995 
racing season. 
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Right Front; 150 


Right Rear; 150 
Left Rear: 150 
Left Front: 150 
Stagger: 0.85 | 
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Game Runner!"works with Wing Commander 
and hundreds of other games to let you move faster, 
_ react quicker and, yes, occasionally cheat. 

Call 800-354-3222 or your dealer for details. 


©1995 Quarterdeck Corporation, 150 Pico Boulevard, Santa Monica, CA 90405, http://www.qdeck.com/. All rights reserved, Quarterdeck is a 
registered trademark and Game Runnert is a trademark of Quarterdeck Corporation. All other trademarks are properties of their respective owners. 
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12 ISSUES 


Subscribe now and 
save almost 
SOM (49.6x 
to be exact), 
mere 
chump 


off of the newsstand 

price of Dimension-3. 
All of the latest news, 
reviews and previews 


on the games 
you 
gotta 
have 


brought to you by the 
people that have 


played them all. 
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COMING NEXT MONTH IN... 


DIMENSION 


THE NEXT DIMENSION IN ELECTRONIC GAMING 


“Pe Revolution: 


TekWar.1 Duke Nukem 3D, Monopoly. Hexen: 
Beyond Heretic, Lith Hour, Hyper 43D 
Pinball. Crusader. CyberMage, bastrdction 
Derby. Stonekeep. Druid: Daemons of the 
Minds The Dig. Zone Raiders and Big Ked 
Racing. 


Virtual Mac: 


‘AbSolute Zero, Curse of Dragor:, Havoc 


and Dust. 


The 3DO0 Zone: 


Scramble Cobrai Da Killing Time. Captain 
Quazer.r1 Lost Eden. Cannon Fodder, 
Cyberdillo. Alone in the Dark ec 

and BattleSport. 


Oimension Sports: 


Madden ‘4b. Hardball 5.1 ESPN Hockey . 
Night. NBA Airborne and NBA Jam: TE. 


Call to Battle: 


Werewolf vs- Comanches SpyCraft: The 
Great Game.i Silent Hunter and Star 
Raiders. | 


Coal School: 


Follow that Sleigh.s The Nutcracker 
and Diabolical Digits. 


All this, plus the 1995 D-3 
Christmas Buyer’s Guide! 
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ON SALE NOVEMBER 21, 1995 


MANY OF TREM SUPPORT INTELLIGENT LIFE. 
SOME OF THEM MAY WISH 19 WISHT EARTE. 


SUME MAY WISH TO STAY 
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Visit Electronic Arts on the Web at 
http://www.ea.com/bullfrog.html 


“of multiple awards © Co 
Hi -of the Year (U.S. and Europe) ¢ Game of the Year __ ne wl ae 
ims < : ; : . x i-Octane is a trademark of Bullfrog Productions, Ltd. Bullirog 
haw” Europe) * Most Original New Title (Europe) . and the Bullfrog logo are registered trademarks of Bullfrog 
bash LTD n@vation Award (Europe) : Productions, Ltd, 


